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FOREWORD 


Leaving Erin is an adventure about four young friends 
leaving their small town to become a dungeon delving 
crew. It begins from their formation as a group, inherit- 
ing the means to begin their journey from a retiring 
adventurer. In the first part, they work to repair the 
wheels of their wagon and perform their first act as 
heroes. In the second part, they meet with a travelling 
town for adventurers known as Littfeld. They take in the 
sights of their new home while seeking a lead to their 
first real entrance into the dangerous and lucrative dun- 
geons that lurk beneath the world. Their investigation 
bears fruit, and in the third part, they enter the mouth of 
the earth and are faced with the unique dangers of the 
dungeon delve. 

If you're running this adventure as part of an ongoing 
campaign, please keep in mind that it was written for 
a group of new delvers. The first session assumes the 
party has almost no gear beyond their class starting 
equipment, despite being level 3. I wanted to balance 
the desire to create an adventure for characters just 
beginning their careers (which I found to be very rare) 
with the unfortunate fact that the game is somewhat 
boring to play at first level. Thank you for adjusting 
accordingly. 

I wrote this adventure as a first look at the setting 
outlined in The Delver’s Guide to Beast World. | hope 
this small cross-section conveys the tone of this world 
and the tabletop experiences possible running it. 





The Beast World can have treacherous and diverse 
challenges. However, my intent is to help you tell hopeful 
and exciting stories with your players. This is a setting 
focused on a world of people working to make their 
home a better place. I invite you and your players to 
use it as a tool to explore themes of self-realization, 
camaraderie, and making a home for oneself in difficult 
circumstances. 

Throughout this module, I’ve included sidebars with 
advice and rambling about running the adventure. 
There are also underlined and italicized questions 
which offer side stories and prompts you may wish to 
write to extend the adventure or add extra content. | 
hope you find them useful; if you don't, please email me 
at heartleafgames@gmail.com. Please feel free to vent 
your personal or professional distaste for me or this 
adventure. At least the packet was free! (I hope—if you 
paid money for this, also email me.) 

I also hope that the content in this module will make 
you ask questions about the world it takes place in... 
maybe even enough to read my book when it’s finished! 
My sincere reason for including my contact information 
is to help with these questions. Please join our Discord 
server or send me an email if there’s any way I can help 
run your instance of Leaving Erin or if you want to know 
more about the Beast World. 


Good luck with the next three sessions. Long live love. 
Dean 





INTRODUCTION TO THE WORLD 


T TOOK ABOUT FIVE YEARS TO BECOME A COBBLER 
almost anywhere in real-life Renaissance Europe. 
During this time, an apprentice would learn 
to shape leather and wood into shoes for their 
community. They would learn sizing, heel repair, 
stitching, and anything else one needs to know to 
outfit a human’s foot. 

In the Beast World, this same process takes ten 
years. A cobbler in the diverse Allemagnian capital 
city of Louvain caters to all of its twenty-five species. 
Customers might need ornamental horseshoes, feline 
paw wraps, or snug humanoid boots, to name a few. 

More than shoes, these tiny differences alter almost 
every aspect of daily life for good and ill. People who 
sprout antlers every spring need taller doors, but people 
whose sleek-furred bodies glide through the water can 
build a ship from beneath the surface. 

Welcome to the Beast World. 





; THE BEAST MOTHER 4 
The goddess Pirhoua’s eternal project is to find new 
ways to express her love for life. A millennium ago, this 
led her from the misty regions beyond to a vast and 
untamed wilderness. Pirhoua’s idea was to give the 

gift of reason to her favorite animals and teach them 

to see their world with new eyes. Pirhoua took on the 
divine image of a bovine and introduced herself to them 
as the Beast Mother. Her favorites were uplifted out 

of ignorance and invited to realize their individuality. 
Intelligence blossomed in this first generation of her 
children. With hands to craft and straight backs to look 
out over their world, Pirhoua’s beautiful experiment 
began: the first beasts. 


; THE WORLD p 
A millennium passed. Culture took root, and Pirhoua’s 
young children taught themselves the hard lessons of 
intelligent life by building a civilization. Through explo- 
ration, the two dozen uplifted species met at the world’s 
crossroads and mixed throughout. Cities grew, borders 
were drawn, and roads were cut from sea to sea. Five 
cultural homelands emerged, each with its own ideals 
and set of common native species. 

The beast Homelands stretch from the 
icy northern mountains of Oria, with her 
broad-shouldered elk, to the rainforest 
islands of Al’ar in the western ocean, with 
their flotillas of tiger fishers. To the south 
lies Vinyot, a land of golden beaches and 
savvy foxes. Far to the east, the proud and 
industrious mouse peoples’ Causeway 
of Arneria meanders hundreds of miles 
through jungle and desert. In the center 
of all the others is the wolf kingdom 
Allemance, the fertile royal crossroads of 
the world. 








A THE BRETHREN ; 
In 1350, the young world faced grave danger from 
another place. Black ships carrying mysterious invad- 
ers arrived on the southern shores. These full-helmed 
armies of conquerors threatened the peace and comfort 
the beasts had earned through centuries of effort. The 
largest cities in the world fell in days. A violent world 
war raged for three years, with the unprepared beast 
militaries fighting for their lives against a well-trained 
and overwhelming force. 

It wasn't long before the beasts discovered that these 
Invaders were an altogether foreign species: human. 
The newcomers came to the Beast World from their 
own decaying reality to find a new home for their 
people’s last remnants. Monstrous and secretive puppet 
masters used lies and secrets to bring them, promising 
a fertile new land if they could bring its endemic ‘wildlife’ 
to heel. 

The humans learned the truth before long. Their 
will to fight began to unravel after a single commander 
refused to make conquest the foundation of a new 
home for her people. Defection spread, and in time 
allowed the beasts to reclaim their homes and bring 
the Invaders to a rout. With their armies in custody, the 
humans’ cause seemed lost. The soil of the Broken 
World they left behind was fast failing; their families 
were doomed. The beasts faced a pivotal decision: what 
would be done with these criminals? 

Mercy and forgiveness for the Invader army prevailed, 
in the end. With their decision made, so came an event 
known afterwards as the Pilgrimage. This would be the 
profoundest miracle of Pirhoua. Huddled in their own 
world’s last standing city with whatever they carried 
from their abandoned homes, the humans were jerked 
from viper fangs of certain death. The Beast Mother 
cut the entire city of Patrie from the Broken World at 
its bedrock and dropped it in the Beast World’s lonely 
Bluebell Valley. In an instant, the full population of 
humans appeared— eleven million new people. They 
scattered across the Beast World’s nations to find a 
place for themselves, with the help of the walking, talk- 
ing animals who lived there. Humans came to be known 
as ‘brethren’ by the natives who invited them in. With a 
decade of profound cooperation and effort, the beasts’ 
societies welcomed the brethren and used this spike in 
population to settle new and wild lands everywhere. 
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THE DUNGEON 


The Invader War’s end was a new dawn for the world, 
but it cast a shadow on its underside. Pirhoua stretched 
the Absolute Veil between worlds to allow the city 

of Patrie to fall through pinprick holes in its fabric. 
Something old and faceless slipped through undetected. 
Stowed away in the soil beneath the human city, this 
entity escaped its Broken World prison. It spread like 
the stringy roots of a weed under the soil and stone of 
the entire world. Fully grown, its ten thousand fingertips 
drove shafts up to the surface and let the sunlight in. 
These entrances overflowed with new monsters and 
rumors of untold riches. This crossworld dungeon sent 
an invitation to the adventurous hearts of the world: 


‘explore me’. It would devour these hearts to sustain its 


body of stone mazes and mind of wicked traps. 

The current year is 1360, and society is enjoying a 
rush of progress after a decade of war and strife. Ten 
years after the sudden arrival of its twenty-fifth species, 
the Beast World is setting a new foundation. Legends 
and traditions are being spun out new every day. In the 
Beast World of 1360, there’s new money to be made 
and wet cement to press one’s hands into. Anyone might 
shape the course of the next millennium, so adventurers 
set out to roam. 


THE LITTFELD CARAVAN 


Every morning, a roving population of beasts and 
brethren pours out of five hundred decorated wagons. 
The Littfeld caravan prepares to move. With breakfast 
cleared, horses hitched, and driver’s seats filled, they 
roll on toward their latest lead. The delvers’ roving 
town is on a never-ending meander across the diverse 
wilderness of the Beast World. This raucous commune 
of adventurers seeking fame and fortune explores the 
world’s remote places. 


—.. 


Life on the road is often dangerous, lonely, and miser- 
able. The dungeon’s expressions of evil seem skilled at 
finding those with the drive to explore. Delving crews 
traveling alone take a terrible risk. Through good- 
spirited cooperation and mutual aid, the Littfelders have 
created a home for wanderers that travels with them to 
the most bizarre corners of the homelands. Its reputa- 
tion as one of the oldest and finest delver caravans 
stretches far and wide. The image of the delver and 
their big-wheeled house wagon are a natural pair ina 
person’s mind. Most delving crews seek the company 
of a caravan like Littfeld. After all, what good is a story 
about a close call with no one around to hear about it? 

Littfeld isn’t the only place to find a delver. Anywhere 
enough people settle, there is bound to be the threat 
of the dungeon’s influence, the promise of its glittering 
gold, and the prizes of its magic power waiting to be 
claimed. This dangerous new industry has attracted 
princes and pirates, streetwise urchins and earthy 
yokels, as well as the odd bored homemaker. For some 
reason, the appearance of the dungeon has lit a fire 
in a certain type of person in the Beast World. These 
risk-takers usually form up into crews to take on the 
challenge the dungeon offers, working together to earn 
an early retirement in fame and fortune. No one knows 
the world maze’s true purpose, and the stories told 
within its walls seem to be echoes from a bygone age 
and place. What motivates the dungeon? Does it want 
something? These questions don’t plague the average 
delver too much. The gold at the back wall of every 
tunnel spends just fine either way. 

Every crew has to start somewhere. Leaving Erin 
takes place in the center of the Beast World’s home- 
lands: the kingdom of Allemance. This feudal monarchy 
is known for its warm, rolling hills and sleepy vineyard 
towns. The lands are wide and green, the rivers deep 
and blue. On the banks of one such river is the tiny 
farming hamlet of Erin, where a legendary delving crew 
is about to lace up their boots for the first time. 





THE ADVENTURE 


This adventure takes a party of delvers from level 3 to level 4, across roughly three sessions of play. In the first part, the 
characters are tasked with finding the materials and craftspeople to repair their adventuring wagon and join the Littfeld 
caravan. They say goodbye to their hometown and try out their new identities as adventurers. In the second part, the 
characters get acquainted with the traveling town and scout for a lead to an entrance to the dungeon. They meet people in 
the caravan who will become familiar faces and find their wagon’s place in the train. Their world is expanding. In the third 


part, the characters enter the dungeon and start their careers as delvers. They face the first genuine test of their delving 
abilities and the biggest danger of their lives. 


The focus of this introductory adventure is the characters’ transition from commoners to delvers. If your players opt 
not to use the included characters, encourage them to invent backgrounds rooted in everyday living. In this story, they 


may find the most fun in portraying a character who is deciding to leave home for the first time and take up a career in 
adventuring. 


THE CHARACTERS OF LEAVING ERIN 


The following characters are included as a suggested way to get acquainted with the setting of the Beast World. While 

I recommend you give them a try, if you are running this adventure as part of an ongoing campaign (or the beginning of 
one), of course you may substitute your own characters. In addition, you may change the included characters’ class or any 
related game statistics you wish. The adventure is written for a group of inexperienced characters with less than 5E’s 
expected wealth for a third-level character. 

You may notice some minor differences between a standard 5E character sheet and those of these characters. The 
word ‘species’ is used in substitution for the word ‘race’. The ‘homeland’ within a species represents how its place of 
origin informs that character’s skills and abilities. For example, Cadence is a fox from the kingdom of Allemance, which 
gives her an advantage when dealing with foreign strangers. However, a fox from the southern mercantile federation 
of Vinyot receives a different boon informed by their own origin. Think of choosing a species and homeland as a split in 
customization options from choosing a race. 

As a preview, this book includes four species, each with one homeland option. In The Delver’s Guide to Beast World, 
there will be twenty-five different species options, and five homelands to make each unique! 





TREY 


The wolf Trey grew up with a plough in his hands, 
working the fields before the sun appeared over the 
grassy hills surrounding Erin. To most of his peers, the 
tall, shy canine seems content to walk his father’s same 
quiet path through life. Trey rarely speaks up in public, 
preferring the privacy of his family’s barn. Behind its 
closed doors, he reveals the truth to his pals: Trey burns 
with the desire to join the Great Delve. For years, he 
has secretly trained his mind and body to the rigors of 
underground adventure. 


SPECIES: 


WOLF CANINE 
we =~ RE 
Strong and sociable, wolves are the most common 
species in this adventure’s region: the kingdom of 
Allemance. They are enthusiastic and friendly people 
who make fast friends and longtime companions. An 
extroverted wolf is the bright center of any party she 
attends, but even a shy one is a naturally affable sort. 
Deep in some forgotten mountain range, some ascetic 
monk may never have dated a wolf, but even that person 
has one as a secret crush. 


Ability Score Increase. Your Charisma increases by 2 
and your Strength increases by 1. 

Size. Wolves stand a bit over six feet tall and average 
about 220 pounds. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Scent Tracking. You have advantage on Wisdom 
(Survival) checks used to track a creature if you have an 
object the creature has worn or carried in the last seven 
days. 

Hardy Stomach. You have advantage on saving 
throws vs. ingested poisons. 

Better With an Audience. You add +1 to Charisma 
checks for every ally within 30 feet of you (maximum 
£5)i 


HOMELAND: 


. ALLEMANCE : 
Levy-IN-WAITING 
As a subject of the Allemagnian queen, you receive 
crown-sponsored training in certain weapons from a 
young age. You have proficiency with the halberd and 
light armor. 
In addition, when you take the Attack action and 
attack with only a halberd, you can use a bonus action 
to make a melee attack with the opposite end of the 
weapon. The halberd’s damage die for this attack is a d4, 
and it deals bludgeoning damage. 








BACKGROUND: 


A DELVER DREAMER ; 
You spent your youth hearing the stories of the world’s 
most famous dungeon delvers. Every night you can 
remember from childhood, you drifted to sleep imagin- 
ing your career as a swashbuckling adventurer. Every 
spare moment was spent practicing what you thought 
would be useful skills inside the dungeon or soaking up 
every written word about what is down there. 

Your preparation will pay off now that you are old 
enough to set out making your dreams come true. All 
those hours poring over hand-scrawled field notes and 
rappelling down your uncle's gutters will serve you well. 


Skill Proficiencies: History, Athletics 

Languages: Two of your choice 

Equipment: A 50-foot rope and grappling hook, a set of 
traveler’s clothes, a fully-detailed map of a lost dungeon, 
a pouch containing 15 gp 


FEATURE: DUNGEON ENTHUSIAST 
Through your obsession with dungeon delving, you have 
learned to talk the talk of those in the adventuring trade. 
When in a delver bar or caravan, you find it easy to make 
friends. A caravan might give you a discount on the first 
share of your loot they take. After all, you're clearly cut 
from the same cloth and a good investment. 


Personality Trait. My eyes are always on the horizon, 
which has made me a little bit shy. 

Ideal. Protection. Ill be the strength my crew needs. 

Bond. There is a famous delving crew whose work I 
aspire to emulate. 

Flaw. ’'m enraged when someone belittles my skills. 








PLAYER NAME 


DELVING CREW 
SPECIES Wolf Canine ALIGNMENT Lawful Good 


: CHARACTER NAME . 


ae Tey 


HOMELAND Allemance BACKGROUND Delver Dreamer 
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( CHARISMA J} 


[Passive WISDOM (PERCEPTION) ee 


Languages: Common, Allemagnian 
| Tools: 

| Equipment: Light, Medium, Heavy Armor, 
Shields 

Martial weapons, simple weapons 






Protection Fighting Style: 
When a creature you can see attacks a target other than 

you that is within 5 feet of you, you can use your reaction to 
impose disadvantage on the attack roll. You must be wielding 
a shield. 
























BACKGROUND 















Dungeon Enthusiast 











Second Wind: 
You have a limited well of stamina that you can draw on to 
protect yourself from harm. On your turn, you can use a 

) bonus action to regain hit points equal to 1d10 + your fighter 
| level. 

Once you use this feature, you must finish a short or long 
rest before you can use it again. 


















SPECIES 







Scent Tracking 





Action Surge: 
Starting at 2nd level, you can push yourself beyond your 

normal limits for a moment. On your turn, you can take one 
additional action. You must finish a short or long rest to use 
this feature again. 














Hardy Stomach 





f EQUIPMENT ) 


Longsword, Shield 
Light Crossbow, 20 bolts 
|Chain Mail 
Dungeoneer’s Pack 
50 foot rope and grappling hook 
Set of traveler’s clothes 
A fully-detailed map of a lost dungeon 


Better With An Audience 













Improved Critical: 
Your weapon attacks score a critical hit on a roll of 19 or 20. 






HOMELAND 





Levy-in-Waiting 





CADENCE 


The fox wizard Cadence is the bright and fun-loving 
heart of the delving crew. She is the youngest daughter 
of a modest farming family living at the edge of the 
hamlet of Erin. After scraping together money for 

most of her childhood, she started a mail-order wizard 
correspondence program at Broadgate University. This 
began two years of intense study in every spare moment 
of the young fox’s days. Last week, Cadence cast her 
first Scorching Ray. Her intelligence and adventurous 
ambition drive her to round her closest friends up and 
form a dungeon delving crew. 


SPECIES: 


, TRADEWIND VULPINE F 
The tradewind vulpine is a sharp and nimble species 
based on red foxes. They are widely known as capable 
entrepreneurs and marvels of financial mathematics. 
Every school teacher in the Beast World has a story 
about a kit running a lunchbox trading ring, and most 
people owe a tradewind vulpine a copper or two. 


Ability Score Increase. Your Intelligence score 
increases by 2 and your Dexterity score increases by 1. 

Size. Tradewind Vulpines stand between five and six 
feet tall and average about 140 pounds. Your size is 
Medium. 

Speed. Your base walking speed is 30 feet. 

Magnetic Sense. You are always aware of magnetic 
North. 

Sense for the Real. You may examine an image 
for illusions as a Bonus action, and roll Investigation 
checks to defeat them with Advantage. 

Vulpine Deduction. A fox connects intuitive dots to 
make smart decisions in the moment. You may ask 
the GM about a decision you face within the next 10 
minutes. The decision must be from a limited number 
of specific possibilities. Some examples include which 
exit to take from a room in a dungeon, which suspect to 
accuse of a crime, or which of the two pies to take your 
dessert from. 

Make a DC 10 Intelligence ability check or DC 10 
Intelligence (investigation) check. On a failure, you 
deduce nothing. On a success, the GM tells you some- 
thing about one of the possible decisions. For example, 

“the east exit seems dangerous’, “the old man wasn’t in 
town the night of the crime”, or “blueberry is a bad flavor 
for a pie”. You will usually learn something cryptic but 
helpful on a success. 

Once you use this feature, you can't use it again until 
you complete a long rest. 


HOMELAND: 


rs ALLEMANCE a 
TRADER AT THE CROSSROADS 

You roll Persuasion checks with Advantage when deal- 

ing with people from another Homeland. 


SUGGESTED SPELL LIST 


Cantrips (O LeveL) 1st LeveL 2ND LEVEL 
Mage Hand Burning Hands Spider Climb 
Mending Charm Person Scorching Ray 
Firebolt Color Spray 

Detect Magic 

Feather Fall 

Mage Armor 

Magic Missile 


Thunderwave 





BACKGROUND: QS. 
: CORRESPONDENCE ACADEMIC : 
You grew up in a simple place as a part of a family 
without much to their name. With all the farm chores to 
be done year after year, there was never time or money 
to go off to live at a university. However, your curiosity 
was too strong to be satisfied in a potato field. 

You've kept your feet on the ground and your head in 
the clouds. That makes you able to get along in a wide 
variety of environments, whether it’s a rowdy circle 
of field workers or an esteemed discussion amongst 
elite intellects. Common folk admire your sharp wit 
and problem-solving skills, while bookworms love your 
earthy wisdom. 


Skill Proficiencies: Arcana, Persuasion 

Tool Proficiencies: Calligrapher’s Set 

Languages: Two of your choice 

Equipment: The mail-order robes of your university, 

a writing kit (small pouch with a quill, a bottle of ink, 
folded parchment, and a small penknife), postage neces- 
sary to send six letters anywhere on the continent, and a 
coin purse containing 10gp 


FEATURE: ALMA MATER 
As a correspondence academic, you have great enthusi- 
asm for your place of education. You know all the fight 
songs and the story of the guy who faked a roommate to 
get his own double dorm room (despite having never set 
foot on campus). When you're wearing the signature silk 
cord from your university, other alumni are likely to view 
you favorably. They will even be willing to do you minor 
favors, such as paying for your drinks or putting you and 
your friends up for a night. 


Personality Trait. ’'m eager to share what I know 
while learning more - half of what I say begins with “Did 
you know...” 

Ideal. Progressive. I want to know everything, to make 
the world a better place. 

Bond. The dean of my university is a mythic hero in 
my eyes. 

Flaw. | am impatient with people I see as 
closed-minded. 
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CLASS FEATURES TRAITS 










Arcane Recovery 
You have learned to regain some of your magical energy by 
studying your Spellbook. Once per day when you finish a 
Short Rest, you can choose expended Spell Slots to recover. 
The Spell Slots can have a combined level that is equal to or 
less than half your Wizard level (rounded up), and none of 
the slots can be 6th level or higher. 


BACKGROUND 









Alma Mater 









PROFICIENCIES & /PROFICIENCIES & LANGUAGES ES 


Languages: Common, Allemagnian 
| Tools: Calligrapher’s Set 

| Equipment: Daggers, darts, slings, 
quarterstaffs, light crossbows 
















Sculpt Spells 
| Beginning at 2nd Level, you can create pockets of relative 
safety within the Effects of your Evocation Spells. When you 
cast an Evocation spell that affects other creatures that you 
can see, you can choose a number of them equal to 1 + the 
spell’s level. The chosen creatures automatically succeed 

on their Saving Throws against the spell, and they take 

no damage if they would normally take half damage ona 
successful save. 









SPECIES 






Magnetic Sense 







Sense For the Real 






Vulpine Deduction 











Quarterstaff 
Explorer’s Pack 

|Component Pouch 

Handmade Spellbook 

Mail-order robes of your university 
Writing kit 

Postage 


HOMELAND 


Trader at the Crossroads 


ELOISE 


Unlike most of its residents, Eloise has not lived in Erin 
since birth. She is the oldest of seven children and the 
only one of them to remember living in the grand capital 
city of Louvain twelve years ago. Her heart longs to 
return to a place with back-alley cafes and boutiques 
displaying the latest fashion trends. As a teenager, the 
rabbit entertained herself by breaking into buildings and 
working petty confidence schemes. Eloise’s icy demea- 
nor rarely falters, but the ever-sunny Cadence was 

the first girl to impress the lapine. There is nowhere 
Cadence could go where Eloise would not follow. 
Despite her resentful scowling and cutting remarks, her 
friends know that she is a good and merciful person. 
She quickly takes the opportunity to leave the tiny world 
of Erin for something bigger. 


Hort Kicks 
Eloise’s clothing is unlike anyone else’s in Erin. She 
meets any passing trade caravan in the early hours of 
the morning to pick through secondhand clothes carried 
in from Allemance’s big cities. With the help of her 
family, she has cultivated an intense personal style over 
the years. 

The lapine fashion designers of Louvain have adapted 
styles from the Beast World’s newcomers: the humans. 
Humans, or “brethren” as they’re popularly known, 
originate from a faraway place called the Broken World. 
Once refugees from this doomed plane, they have 
assimilated into most places over the last ten years. 

During their flight, the brethren brought anything they 
could carry into the Beast World. Among these curios 
were scavenged garments from the distant past, before 
the start of their world’s collapse. These aesthetics 
found their way into cutting-edge lapine fashion shows 
and eventually into Eloise’s closet. 


SPECIES: 


5 RABBIT CELERINE ; 
Rabbits are cosmopolitan and cultured. They usually 
live in the Beast World’s most vibrant cities, seeking to 
master their own circles of high society. The lapine mind 
is always bubbling with aesthetic invention; if a rabbit 
isn’t responsible for a new fashion trend, they were at 
least involved. 


Ability Score Increase. Your Dexterity score increases 
by 2 and your Charisma score increases by 1. 

Size. Rabbits stand about five feet tall and average 
about 110 pounds. Your size is Medium. 

Speed. Your base walking speed is 35 feet. 

Innate Spellcasting. Pirhoua has a sense of humor. 
As a rabbit, you know the cantrip prestidigitation. 
Charisma is your spellcasting ability for it. 


saves against magic. 


4 
Arcane Alacrity. You have advantage on all Dexterity | 





HOMELAND: 


’ ALLEMANCE 4 
PLAINSWALKER 
Rabbits from Allemance have focused their natural affin- 
ity for movement based magic to more easily traverse 
the wide open spaces of Allemance. You can cast the 
longstrider spell once with this trait on yourself and you 
regain the ability to do after a long rest. 


BACKGROUND: 
FASHIONISTA 


You come from a family of the Beast World’s premiere 
fashion designers, and you've inherited their love of 
beauty and eye for style. The fuel in the fire in your life 
is turning heads with the clothes you wear. 

There isn’t a thing you can’t do, so long as you can 
look good while doing it. Choose a type of clothing that 
you specialize in (Eloise’s specialty is footwear). You 
know everything about the craft, care, and style of that 
garment. You can chatter at length about the subtleties 
of the cut, and your best work fetches a high price in the 
right boutique. 


Skill Proficiencies: Insight 

Tool Proficiencies: Cobbler’s tools, Leatherworker’s 
tools, Weaver’s tools 

Languages: Two of your choice 

Equipment: A pincushion in the likeness of your biggest 
rival designer, two sets of fine clothing, an adorable 
pouch containing 10 gp. 


FEATURE: STYLE-SIGHTED 
Your knowledge of your chosen specialty is nearly 
unrivaled. By looking at someone's clothes, you can 
ascertain general facts about where that person is from, 
what social class they belong to, and whether they share 
any of your enthusiasm for cutting-edge chic. If they 
are wearing the latest trends, they are likely to be a fast 
friend... or a knives-out rival. 


Personality Trait. | don’t have much patience for any 
but my most trusted confidantes. 

Ideal. Fame. I will rule the catwalks of the Beast 
World’s busiest cities. 

Bond. The studio that scorned my family’s design 
catalog will pay for their bad taste. 

Flaw. Yokels disgust me. 
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( CHARACTER NAME . 


Eloise |_| 


SPECIES Rabbit Celerine ALIGNMENT Chaotic Good 
HOMELAND Allemance BACKGROUND Fashionista 
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INTIMIDATION 
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TRAITS 












Expertise: Choose two of your skill proficiencies, or one of 
your skill proficiencies and your proficiency with thieves’ 
tools. Your proficiency bonus is doubled for any ability check 
you make that uses either of the proficiencies. (Thieves’ 
Tools, Persuasion) 











BACKGROUND 










| 


PASSIVE WISDOM (PERCEPTION) 1 toe 


Style-Sighted 


| 






Sneak Attack (2d6): Once per turn, you can deal extra 
damage to one creature you hit with an attack if you have 
advantage on the attack roll. The attack must use a finesse 
or a ranged weapon. You don’t need advantage on the attack 
| roll if another enemy of the target is within 5 feet of it, that 

| enemy isn’t incapacitated, and you don't have disadvantage 
on the attack roll. 







Languages: Common, Allemagnian, 
| Thieves’ Cant 
























Cobbler’s Tools, Leatherworker’s Tools, 
Weaver’s Tools 

Equipment: Light Armor 

| Simple weapons, hand crossbows, 









SPECIES 














Innate Spellcasting 









Cunning Action: You can take a bonus action on each of your 
turns in combat. This action can be used only to take the 
Dash, Disengage, or Hide action. 







Arcane Alacrity 






Shortsword, Two Daggers 
Shortbow, 20 arrows 
Burglar’s Pack 
|Leather Armor 
Thieves’ Tools 

A pincushion in the likeness of your biggest 
| rival designer 

Two sets of fine clothing 

[An adorable pouch 














Fast Hands: You can use the bonus action granted by your 
Cunning Action to make a Dexterity (Sleight of Hand) check, 
use your thieves’ tools to disarm a trap or open a lock, or 
take the Use an Object action. 




















HOMELAND 





Second Story Work: Climbing no longer costs you extra 
movement. In addition, when you make a running jump, the 
distance you cover increases by a number of feet equal to 

our Dexterity modifier. 









Plainswalker 






ANGE 


As a cleric of the Beast Mother Pirhoua, Ange has lived 
a life of gentle service to Erin’s people. The ursine is 

a few years older than the others, but they feel a deep 
protective bond to each. For years they’ve whiled away 
their social hours in the attic of Erin’s bethel with their 
friends, testing new recipes and listening to their strug- 
gles. When Trey tells Ange about the plan to leave Erin 
to become a delving crew, the bear is the most conflicted 
of the four. Ange is the most content with life in Erin, 
but there is a secret motive bringing them along: the 
memory of a young traveling paladin’s kindness some 
years prior. Ange commits themselves to protecting their 
friends and to finding this lost love. 


SPECIES: 


; URSINE A 
There is a popular bar game in the delver taverns of the 
Beast World: a bear’s friend will ask him what he had 

for lunch on some day the week before. If he knows, his 
friend pays for a beer and asks about a different week. 
This is a worldwide conspiracy between all ursines to 
drink for free. Bears have the most retentive memories 
of any species that walks the plains of Allemance, and 
their physical endurance makes them an even more 
natural fit on a delving crew. 


Ability Score Increase. Your Constitution score 
increases by 2 and your Intelligence score increases by 
iP 

Size. Ursines stand about six feet tall and average 
about 240 pounds. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Tough. Your hit point maximum increases by 1, and it 
increases by 1 every time you gain a level. 

Eidetic Memory. You may consult your notes when 
recalling any information your character might know. 

In addition, when you make an Arcana, Nature, History, 
and Religion check you are proficient in, you add double 
your Proficiency bonus. 

Natural Armor. You have a layer of thick fat which 
protects you. When you aren’t wearing armor, your AC is 
12 + your Constitution modifier. You can use your natu- 
ral armor to determine your AC if the armor you wear 
would leave you with a lower AC. A shield’s benefits 
apply as normal while you use your natural armor. 


HOMELAND: 
= ALLEMANCE Es 
RESEARCH WITHOUT BORDERS 
The culture of literacy in Allemance is particularly deep- 
rooted in ursines. Your people passed a ritual to let your 
studies continue without the usual barrier of language. 


You can cast the spell comprehend languages as a ritual. fi ~ a x 


This version of the spell only applies to written language. 


SUGECESEED-SOPEEESLIST 


Cantrips (O LeveL) 1st LeveL OND LEVEL 
Light Bless** Lesser Restoration** 
Mending Cure Wounds** Spiritual Weapon** 


Sacred Flame Detect Magic 
Guiding Bolt 
Sanctuary 


Shield of Faith 


Hold Person 


“Domain spells, 
always prepared 


Prayer of Healing 





BACKGROUND: 


BETHEL KEEPER 


You were raised in a bethel to the goddess Pirhoua. Your 
family was your entire small community; you ate at 
every dinner table and were called a son by all its elders. 
When the town needed a new home to be built, you were 
there with a hammer in hand to make it happen with the 
help of everyone in the small farming village surround- 
ing your home. 

However, for some reason you have felt the call to 
service in your soul. Now that you've departed, it’s time 
to take Pirhoua’s gentle lessons of community and 
cooperation out into a larger, meaner world. The people 
of the world see that the ideals of the Beast Mother 
guide your actions. 


Skill Proficiencies: Religion, Medicine 

Tool Proficiencies: Stonemason’s Tools 

Languages: Two of your choice 

Equipment: A set of common clothes, twenty white 
candles, personal notes from every family in your home- 
town wishing you good luck, a pouch containing 15 gp. 


FEATURE: CHILD OF THE WoRLD’s MERCY 
As someone who grew up in the homes of an entire 
town, you understand the workings of a family in the 
Beast World better than most. When dealing with 
parents or children, you can often find unique common 
ground. This can help you get information or reasonable 
accommodation if it is available. 


Personality Trait. My adventure is leaving a better 
world behind me wherever I go. 

Ideal. Modeling Mercy. I will show the world that a 
gentle soul is not a weak one. 

Bond. A traveling paladin once showed me love that I 
long to find again. 

Flaw. My resistance to leaving home sometimes 
makes me resent the delving life. 











PLAYER NAME 


DELVING CREW 


SPECIES Ursine ALIGNMENT Lawful Good 
HOMELAND Allemance BACKGROUND Bethel Keeper 








CLASS & LEVEL 


|Life Domain Cleric 3 
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Guiding Bolt, 1st lvl, +4 atk, 4d6 radiant dmg, 
next attack against the target has advantage 
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Spiritual Weapon, 2nd lvl, +4 atk, 1d8 force 
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TRAITS 










Channel Divinity BACKGROUND 
When you use your Channel Divinity, you choose which effect 
to create. You must then finish a short or long rest to use 


your Channel Divinity again. 









Child of the World’s Mercy 






Channel Divinity: Turn Undead 
As an action, you present your holy symbol and speak a 

| prayer censuring the undead. Each undead that can see or 

| hear you within 30 feet of you must make a Wisdom saving 

| throw. If the creature fails its saving throw, it is turned for 1 

| minute or until it takes any damage. 

A turned creature must spend its turns trying to move as far 
away from you as it can, and it can’t willingly move to a space 
within 30 feet of you. It also can’t take reactions. For its 
action, it can use only the Dash action or try to escape from 
an effect that prevents it from moving. If there’s nowhere to 
move, the creature can use the Dodge action. 








Languages: Common, Allemagnian 
| Tools: Stonemason’s Tools 

| Equipment: Light, Medium, Heavy Armor, 
Shields 

Simple weapons 



























SPECIES 












Tough 
























/ a! Eidetic Memory 
Mace, Shield 
Light Crossbow, 20 bolts 
Scale Mail 
|Priest’s Pack, Holy Symbol 
Set of common clothes 
Twenty white candles 
Personal notes from every family in your 
hometown wishing you good luck 


Natural Armor 






Channel Divinity: Preserve Life 
As an action, you present your holy symbol and evoke 
healing energy that can restore a number of hit points equal 
to five times your cleric level. Choose any creatures within 
30 feet of you, and divide those hit points among them. This 
feature can restore a creature to no more than half of its hit 
point maximum. You can't use this feature on an undead or 
a construct. 















HOMELAND 









Research Without Barriers 


PART ONE: ERIN 


To begin, read: 


The town of Erin is a tiny farming settlement 

built in the space between the lazy waters of the 
Esterhine River and the gentle hills beyond. Most of 
its residents have lived here for generations, mak- 
ing a modest living working the fields. Life is slow 
in Erin, but every so often some of Erin's youth feel 
the spark of ambition for a larger world. 


‘ IN THE BETHEL i 
We begin on a relatively normal afternoon in the lives 

of the characters. They are lounging around, wasting 
another afternoon of free time in the humid attic of the 
bethel of Pirhoua. The bethel serves the community 

as acommon hall, place of worship, and storeroom 

for emergency supplies. Its attic is a musty room with 
stacks of crates and grain sacks, but the characters have 
cleared out a corner to socialize and plan the day they'll 
eventually leave their small town for something more. 

Let the players socialize in character for a minute or 
two. When the moment feels right, one of the characters’ 
parents walks up the stairs and opens the door. If your 
players are using the included characters, this is Teresa, 
Eloise’s browbeaten mother. 

This person tells them that the character’s eight-year- 
old sister Raleigh is missing. She was expected home to 
help prepare dinner, but she never showed up. Several 
others have been searching for about an hour. They 
arent panicked yet, but concern is clearly growing by 
the minute as the daylight hours wear thin. 

The players walk downstairs to leave the bethel. If 
they jump out the window for some reason, this descrip- 
tion is unnecessary. 





Downstairs, you enter the bethel proper. This stone 
building in the center of Erin is a common gather- 
ing place for all to use. Long benches are stacked 
against the wall near the stairs, and several chil- 
dren study reading at a chalkboard in the corner. A 
large public oven roars in the middle of the stone 
floor, slow-roasting families’ meals. The bethel’s 
heavy double doors only close when it rains. 


To find Raleigh, the characters can use several 
methods: 


SURVIVAL << 


A DC 13 Wisdom (Survival) check sees her footprints 


fe heading into the hills to the west of town.t 


INVESTIGATION J 


A DC 13 Intelligence (Investigation) check leads the 
characters to a misanthropic teenager who points 


[> them in the same direction. 





‘ ON THE TRAIL - 
The characters follow the directions into the woods at 
the edge of town, not far behind Raleigh’s house. They 
see the same thing that sent the little girl up the hill: 

a pile of pink goo. This translucent mound of slime 

is about a foot in diameter, with an odor that burns 

one’s nose. The pile has a small stick jutting out of one 
side—another sign the curious kid has been here. About 
20 feet beyond the first pile is a thin trail of this unusual 
substance. 

The trail continues up the hill. If the characters didn’t 
wait too long to start the search, the sun sets while they 
hike. From Raleigh’s home to the tower is about an 
hour’s walk. The song of crickets rises in chorus with 
their footsteps crunching the leaves on the path. 

As the characters crest the hilltop, they see a stone 
survey tower ruin. Once standing high above the canopy 
of trees, now it’s a ring of stone wall with an archway 
leading into the center. 


PERCEPTION <J 


On a DC 14 Wisdom (Perception) check, from inside 
the ruin, a character can hear a deep, gurgling voice 
repeat a few words: “Two parts antimony... two parts 
antimony!” 

INSIGHT 

With a DC 10 Wisdom (Insight) check, a character 


me’ that the sound is a creature mimicking a voice. 


Raleigh is hiding between two stone outcroppings 
inside the ruin. She was investigating the pink goo to 
find out what made it when a monster’s return forced 
her to hide. 


History a 


A DC 13 Intelligence (History) check reveals that 
garrisoned troops once used this structure as a 
lookout. There may be an old storeroom under the 


Fe brush, if one cares to search. 


In the center of the stone ruin is an eight-foot-tall bird. 
It has a raven’s beak and feathers, but something has 
caused it to grow uncontrollably and in strange propor- 
tions. It has an oversized head and legs that are too 
long for its body. It walks around the ruin in an agitated 
state, sweeping branches into the vague shape of a nest. 
Flecks of the pink goo fall from its feathers as it does 
so—the bird appears to be slowly transforming into this 
substance. 

If the Alchemy-Iouched Raven sees the characters, it 
snaps its head toward them and attacks. It will target 
whoever is closest with beak and talons unless someone 
creates a bright light or fire. At that point, it will fly into 
the air and attempt to close with the light’s source to use 
its Shake action. 


See the included map: Stone Survey Tower 
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RAVEN, ALCHEMY-lT OUCHED 


Large beast, unaligned 





Armor Class 14 
Hit Points 52 (8d10 + 8) 
Speed 10 ft., fly SO ft. 





STR DEX CON INT’ WIS_ CHA 
iG) (26h 184 Tey ae 1 





Senses passive Perception 15 
Languages — 
Challenge 3 





Keen Sight. The alchemy-touched raven has advantage on 
Wisdom (Perception) checks that rely on sight. 


Mimicry. The raven can mimic simple sounds it has 
heard, such as a person whispering, a baby crying, or an 
animal chittering. A creature that hears the sounds can 
tell they are imitations with a successful DC 10 Wisdom 
(Insight) check. 


Pink goo. The pink goo burns for a few seconds after 
it falls off the creature. When the alchemy-touched 
raven is hit with a melee attack, the attacker takes 1d4 
acid damage. 


ACTIONS 


Multiattack. The alchemy-touched raven makes two 
attacks: one with its beak and one with its talons. 


Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 7 (1d6 + 4) piercing damage. 


Talons. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 + 4) slashing damage. 


Shake. Once per combat, the alchemy-touched raven can 
shake its entire body. All creatures in a five-foot radius 
centered on the raven must make a DC 15 Dexterity 
saving throw. On a failed save, they take 3d6 acid damage, 
or half as much on a successful one. 














INVESTIGATION “J 


A DC 15 Intelligence (Investigation) check reveals a 
rectangular hole in the ruined stone floor. The hold 
leads into a centuries-old crawlspace containing a 
knapsack rotted through by the elements. Inside 

is a pristine notebook bound in leather and closed 
tight with a tiny brass clasp bearing an Arcane Lock. 
If the characters break the leather strap holding the 
notebook shut, the magic preserving it fails, and the 


[e notebook crumbles to dust. 


If they can open the Arcane Lock with a DC 23 
Dexterity (Thieves’ Tools) check, the journal opens. It 
contains the secret writings of a soldier in the Mantle 
War, which ended over three hundred years ago. He 
writes about two subjects in its pages: how boring the 
scout post is here, and how much he misses his lover 
Helenne. The next few pages of the journal are crude 
drawings of Helenne; if the proportions are anatomically 
correct, he was a lucky guy. Most of the pages afterward 
are blank, and on the inside cover is written the Arcane 
Lock’s command word: Bellwether. 





AFTER THE RESCUE 


When the characters return with Raleigh, all of their 
families have gathered inside her home. They were just 
about to start a town-wide search when the characters 
bring in the missing girl. Elation! Let them drink in their 
first moment as respected adults among the people they 
grew up with. 

What had been a panicked gathering instantly 
becomes a celebration of the party’s success. The 
families roll out a wine barrel, and a feast appears from 
nowhere. You should try to learn something here that 
will seem unimportant but will pay off later. Casually 
ask each of the players what their characters’ favorite 
food is. Make a note of it—this sets up a twist that will 
be in the dungeon in part three. There is a magic item 
whose command word will be related to the characters’ 
favorite foods, demonstrating the unsettling knowledge 
that the dungeon gleans from its challengers. 

You might introduce family members who had been 
skeptical of the characters becoming delvers. The entire 
town is here by accident to witness the characters’ 
grand commencement to being monster-killing heroes. 
Unless they didn’t kill the bird, in which case they are 
grand monster-avoiding heroes. Either way, this victory 
cements their local reputation as capable warriors and 
earns them the respect of even skeptical elders. 


; STARCROSS LETTER A 
Crucially, someone’s family has been holding something 
back from them. If you're using the included sheets, 

this is Trey’s gruff father, Royce. This person produces 

a letter from their vest, kept at all times since it arrived 
two days ago. Now they’ve proven themselves enough to 
receive it. 

For the past two years, a retired adventurer named 
Annette Starcross has lived in Erin, and this letter is 
from her. You could wish to write the letter on a sheet of 
paper and hand it to the players to read for themselves. 


DEAR YOUNG FRIENDS, 

I HOPE THIS LETTER FINDS YOU IN EXCITING 
TIMES. I’M WRITING TO YOU FROM VACATION, 
OFF TO SPEND MY BUCKETS OF PLATINUM! I 
KEEP SEARCHING FOR THE BOTTOM OF THIS 
PAIL, BUT 1 CAN T FIND IT. 


THIS ISN’T JUST AN OPPORTUNITY FOR ME TO 
BRAG. My LITTLE BIRDS HAVE TOLD ME THAT 
YOU AND YOUR FRIENDS ARE LOOKING TO DIVE 
BELOW THE EARTH TO FIND YOUR OWN RICHES 
AND MAKE OUR WORLD A LITTLE SAFER. 


‘TO HELP YOU OUT, I’M GIVING YOU MY OLD 
DELVING WAGON. IT TRAVELED WITH THE 
LITTFELD CARAVAN FOR YEARS AND SERVED 
ME WELL EVERY DAY. IT’S GOT GOOD BONES, 
BUT DON’T TAKE IT OUT WITHOUT RUBBER ON 
THE WHEELS. THAT BEHEMOTH’LL SNAP AN 
AXLE THE FIRST TIME YOU HIT A ROCK. GET 
IT ROLLING AGAIN. IT’S SITTING NEXT TO MY 
PLACE. 


COME AND FIND MEIN LITTFELD. THE CARA- 
VAN IS PASSING ERIN ON THE THIRTEENTH. 
YOU CAN JOIN UP WITH US AND FIND YOUR- 
SELVES A DUNGEON LEAD. I|’LL BE WAITING AT 
HOLLY’S, AND I CAN HELP YOU OUT. 


LONG LIVE LOVE, 
ANNETTE STARCROSS 


. Fixer-UpPER ON WHEELS x 
After they clear the overgrowth that has crept up the 
sides of the walls, they see that there are no problems 
with the structure of the wagon. The door at the back 
opens with a shove, sending a shower of dirt from the 
top of the frame. Hazy sunlight shines through the dirty 
windows and a thick layer of dust in the air. A musty 
smell fills the nostrils, but there’s no trace of mold. 

The floor of the wagon measures ten feet by twenty 
feet. Four bunk beds fold down from the wall, and the 
center of the floor raises up on a rusted apparatus to 
become a table. Crates stacked in the corner have 
built-in cushions to sit on. 

Other than these built-in furnishings, the wagon is 
empty. The only thing needed for the wagon to roll is 
the alchemical rubber mentioned in the letter. Unluckily, 
there are no replacement tires behind Annette’s house. 
The characters now hold the key to the wagon. Now they 
must find someone with the equipment necessary to 
brew alchemical rubber. 





; ANNETTE S HOUSE : 


Tonight marks the ninth day of the second month of 
Spring. The party has four days before Littfeld passes. 

At this point, the adventure makes the bold assump- 
tion that the characters walk to Annette’s house to 
receive free stuff. 


You are standing in front of the home of Annette 
Starcross. This small country home was built with 
more expensive materials than the other houses in 
town, and only a year ago. To the right sits a run- 
down box on stone blocks: Annette’s old wagon. 


Alchemical Rubber a 


One of many ways the Beast World diverges from the 
real world is the earlier invention of vulcanized rubber 
by ferret alchemists. This had far-reaching impacts 

for the world and the establishment of the Littfeld 
Caravan. Most wagons in the caravan use alchemical 
rubber tires to survive harsh terrain that would destroy 
other horse-drawn vehicles. A Littfeld wagon strays 
from major roads to explore bizarre environments 


r unfriendly to ordinary wheels. 


If the characters start wandering, go to “The Road 
Through the Bog” on the next page and begin the 
wilderness encounter there. The characters can find 
Morris the wheelwright on accident by wandering the 
countryside. 

If any of the characters have proficiency with 
Carpenter’s Tools or Animal Handling, they notice that 
the wagon’s yoke is an exotic design which allows a 
single draft horse to pull the immense weight of a house 
wagon. This rarity is a masterwork of the Jackals, an 
inscrutable species with a secret culture and legendary 
craftsmanship. It’s clear that the value of this gift is in 
this single part. 

If any of the characters have proficiency with 
Alchemist’s Supplies, that character knows that alchemi- 
cal rubber is difficult to create, but a full laboratory 
would probably have the equipment to vulcanize it. 








FINDING THE WHEELWRIGHT ALCHEMIST, 


A group of children are in the middle of a game in the 
field by the windmill. The youngest is Benny, a kitten 
with white fur and orange ears. If the players talk with 
Benny, he will tell them a meandering story about the 
time his mother went to visit the alchemist Morris for 


her ‘sick tummy’ and suggest that he may be able to help. 


Benny will also warn the party to be careful. The bog 
on the way to Morris’ place ruined his Sunday pants 
when he went to catch frogs there. 

The players might instead ask their families. This con- 
versation will look different depending on whose family 
it is. If the characters grew up in Erin and have been 
friends with each other for a long time, their families 
probably all know each other. For instance, Cadence’s 
mother has frequently had all four of the young delvers 
at her dinner table. 

Whoever you decide to portray, this is an opportunity 
to build the theme of the story. These are kids looking 
to escape their small town and find adventure in the 
wide-open world. This family member might be appre- 
hensive about them leaving to join Littfeld. The events 
in the survey tower probably gave them confidence in 
the characters’ abilities, but the life of a dungeon delver 
is dangerous. They have heard rumors of mothers who 
watched their children leave, never to see them again. 


‘ THE ROAD THROUGH THE BOG 5 
During the half-day walk to meet with the alchemist, 
the characters traverse a 10-foot wide strip of dry land 
flanked by a small bog. The bog is difficult terrain (move 
at half speed) for Medium creatures and requires swim- 
ming for Small creatures (for Small creatures, each foot 
of movement costs 3). 

While making their way along this raised bank, three 
Alchemy-Touched Giant Toads attack. These toads 
are animals at a more advanced stage of the same 
process the raven was going through. While they look 
and act like toads, their bodies are simply toad-shaped 
membranes around a mass of pink slime. They flank the 
raised bank and return to the water after swallowing a 
creature. 


INVESTIGATION, ARCANA, OR ALCHEMIST’S SUPPLIES “J 


Savvy scavengers can reap extra rewards from 

the toads’ corpses. With a DC 14 Intelligence 
(Investigation), a DC 14 Intelligence (Arcana), or 

a DC 14 Intelligence (Alchemist’s Supplies) check, 
whichever is appropriate, a character notices that the 
pool of leftover toad-slime has transformed into a 
fizzing clear liquid. With ten minutes, a four-ounce 
bottle of this rare alchemical reagent can be gathered. 
If a character would logically have an empty bottle, 
it’s probably okay to assume they have it... unless 


Be os running that kind of game. 








GIANT TOAD, ALCHEMY-TOUCHED 


Large beast, unaligned 





Armor Class 11 
Hit Points 39 (6d10 + 6) 
Speed 20 ft., swim 40 ft. 





STR DEX CON INT WIS CHA 
152) ASG) ISG) 24-4) 10-0), 93-4) 





Senses darkvision 30 ft., passive Perception 10 
Languages — 
Challenge 2 





Amphibious. The toad can breath air and water. 


Standing Leap. The toad’s long jump is up to 20 feet 
and its high jump is up to 10 feet, with or without a 
running start. 


ACTIONS 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 7 (1d10 + 2) piercing damage plus 5 (1d10) poison 
damage, and the target is grappled (escape DC 13). Until 
this grapple ends, the target is restrained, and the toad 
can't bite another target.. 


Swallow. The toad makes one bite attack against a 
Medium or smaller target it is grappling. If the attack 
hits, the target is swallowed, and the grapple ends. The 
swallowed target is blinded and restrained, it has total 
cover against attacks and other effects outside the toad, 
and it takes 10 (3d6) acid damage at the start of each 
of the toad’s turns. The toad can have only one target 
swallowed at a time. If the swallowed creature deals at 
least 6 damage in a single action, the toad immediately 
expels the swallowed creature. If the toad dies, a 
swallowed creature is no longer restrained by it and 
can escape from the corpse using 5 feet of movement, 
exiting prone. 


Some alchemical process gone awry has affected this 
Siant toad. Not only does this account for its enormous 
size, but it gives the toad an extra ability to use in combat. 


Liquefy. When reduced to less than 15 HP, the toad 
instantly melts into a pool of opaque pink goo. While 
in this form, it can soak into the ground and is treated 
as having a burrow speed of 20 feet. It is also resistant 
to bludgeoning, piercing, and slashing damage from 
nonmagical sources. 


Its teeth reform for its bite attack, and it can still swallow 
a creature as normal. However, it cannot burrow 
underground with a swallowed target. 


The rest of the walk is safe, except for bug bites and 
soggy socks. Past the land bridge, they round a hill and 
see their destination: the tiny house of the alchemist 
Morris. 





THE EXILED WHEELWRIGHT S ABODE 





Vines have overtaken this squat little house, but its garden planter is well-groomed to allow a row of dark blue ferns 
to grow. Steady smoke with a faint cranberry odor billows from the stone chimney. At the end of a weed-infested 
river-stone walkway is a door with two rusty iron knobs. The lower one is for the bottom of this dutch door, while 


the other opens both halves. 


A round iron tank about eight inches in diameter sits against the side of the house. An iron grate which once laid 
across the top of this tank has been bent and broken off. The inside has the same acrid smell as the pink slime 


which dripped off the raven. 


The larger door opens with some effort. You cant walk in here without stepping around piles of papers. Looking 
down, you see a scrap of parchment which reads: NOVEMBER 16: SAUSAGE? 


The house is furnished for a small person. There are tables covered in a winding mess 
of beakers and burners against every wall. None of it sits dormant. 


The tiny head of a middle-aged ferret pops out from a rickety wooden loft that looks 
decidedly ‘added on later: He squints down at the visitors in his doorway, then races 
down the ladder to greet you. He stands about three feet tall, with cream-colored fur 
marked with stains and minor chemical burns from his work. 


r Morris GypsumM-REBus-Y LLASTER ; 
This is the alchemist wheelwright. He is always dis- 
tracted by the experiments going on all around his home, 
as well as the plans for new ones in his head. He doesn’t 
have a smooth grasp on how to express his emotions, 
but his excitement to see visitors is unmistakable 
anyway. Morris is fast-talking and brusque, but pours out 
bizarre friendliness for the characters. 


: PLayING Morris . 
¢« Keywords: Distracted, Gracious, Eccentric 

« Morris came to Erin nine years ago. If someone at the 
table is playing Eloise or another character who has 
lived here that long, he may have arrived in the same 
group of incoming residents they did. 

Before being banished from Erin, Morris was the 
town’s doctor and veterinarian. Characters may have 
experience dealing with him, but you should empha- 
size that no one has seen him in a long time. 

Of course, if there is a character with any connection 
to alchemy or is proficient in Nature, give that player 
a chance to ramble with Morris about their expertise 
in-character. 

No one has visited Morris in over two years. The forty- 
something ferret is lonely in his seclusion; not all mad 
scientists crave solitude. Just for sitting and chatting 
with him for a while, he will construct and galvanize a 
set of wagon wheels for the characters for free. It will 
take him 24 hours to do so. 

Ten ongoing experiments distract him at once, all of 
which are on the verge of boiling over. 

What might he be experimenting on? What is he trying 
to learn? 

Before arriving in Erin, Morris traveled with the 
Littfeld Caravan as a wheelwright. He can create 
alchemical rubber and apply it to wooden wagon 
wheels. He assures the characters he is better at mak- 
ing wheels than building additions to his home. 





NATURE a 


A DC 13 Intelligence (Nature) check tells a player 
that the blue ferns are Stein’s Leaf, a plant from the 
southern country of Vinyot popular for its sleep aid 


DP dgalaee 





« Morris recently invented a new medicine, but the tank 
containing the final step of its creation was vandalized 
by a roving monster. He handled the monster in an 
‘alchemically interesting’ way, but lost a necessary 
reagent. 

He grows Stein’s Leaf, the fern outside, because he 

is often too impatient to wait for his experiments to 
finish distilling. He drinks tea made from the leaves 
to sleep away the wait. There have only been two fires 
caused by this practice! Morris will share this tea if 
the characters ask. 

Morris will give the characters a Sovereign Glue and 
a Universal Solvent if they agree to give him the bottle 
of fizzing reagent from the giant toads’ corpses. He 
will also produce a new dose of the new medicine; a 
cure for Mayor Jolene’s scales. 

- The characters might notice some objects scattered 
around Morris’ lab-house if they investigate or sneak 
around: 

One-ounce steel vial with a ram’s head for a topper. 
Drinking the contents gives one ram's horns for ten 
minutes if they don't already have them. They can use 
the horns to deal 1d4 bludgeoning damage, but it doesn't 
Sive proficiency. 

Spool of wire made from fused gold and copper, worth 

25 (Gr 

A silver writing pen with a glimmering blue Semstone on 
its end, worth 50 GR An engraving down the side reads: 
To My Precious Son Morris, Good Luck in Allemance! 
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STEIN'S LEAF TEA 
Wondrous Item, common 


Morris might give the characters a bag of this alchemi- 
cal mix. Ten minutes after drinking the mild tea brewed 
from it, make a DC 11 Constitution saving throw. On 

a failed save, the drinker falls into a deep and dream- 
less slumber for eight hours, or until someone uses an 
action to shake or slap the sleeper awake. 








The prompt about repairing the relationship a 


<——~ __/_ between Mayor Jolene and Morris the 


alchemist won’t be a road every character 
will walk down. However, | have found that a specific 
type of player lights up when offered the chance to 
meddle in the interpersonal business of NPCs. If you 
have one of these at your table, give them a 
reconciliation moment between Morris and Jolene if 
they cure the mayor’s scales. This would probably 
happen at the end when the wagon is finished being 
repaired. 
If they already prepared a horse, congratulate them 
here for their forward thinking on my behalf, and 


L make the new draft horse a warhorse instead. 


END OF PART ONE 


Allemagnians never miss an opportunity to take a day off 
work. Despite throwing one two days ago, the families of 
Erin have planned a going away party for the characters. 

Each family gives a gift to furnish their new wagon. 
They receive a set of clay bowls, metal plates, and an 
iron pot. Another family gives them a set of sturdy wool 
mattresses, and warm fleece blankets. The delving crew 
now has all the basics for living a modest life in their 
wagon. This is a good opportunity for heartfelt goodbyes 
from the characters’ families. 

The entire town has pooled money to give Ange a draft 
horse as thanks for their years of good service. If Ange 
is not in the party, someone else gets the horse. 

The characters depart with Erin at their back and 


Littfeld. ahead. 








PART Two: LITTFELD 


The new wheels of your wagon push up and over a 
Srassy hill. Looking down into the basin, you see 
Littfeld’s mile-long line of wagons slowly rolling 
alongside with their huge flock and herd. Youre 
here! You ride down into the basin and roll up the 
right side of the train toward the front. 


The caravan is a string of diverse and exotic 
vehicles. Most of them are flat-top wagons similar 
in size and purpose to your own. Some of their 
corner posts are carved with depictions of their 
owners’ proudest delving stories. Brilliant and 
elaborate murals are painted on their sides. One 
shows the glittering beaches of Alar in lifelike 
detail. Another is a crude rendering of a cervine 
woman in a sword fight against a man with a 
tomato for a head. 


And then there are stranger examples. One billows 
with black smoke, a solid cast iron vehicle that 
rolls on its own power. Shop wagons keep open 
doors for potential customers walking by. A bakery 
wagon fills the air with the sweet smell of fresh 
bread. Many wagons fly a small Littfeld flag. 


The wagons’ drivers look like typical dungeon delv- 
ers. A grizzled bear with a scar across his forehead 
offers a stiff nod as you pass by. A slinky-looking 
feline rogue shoots you a wink. Most are armed 
and armored. Among Littfeld’s residents are the 
brethren, the Beast World’s human newcomers. 
There were no brethren living in Erin. 


Most delvers you see display their pictos. These 
icons are given to a delver by other members of 
their crew, and communicate something about 
their personality and role. Even the most jaded 
delver wears their symbol. Some are displayed as 
tattoos, and others are a small emblem or patch. 


Alongside these grizzled warriors are unarmed 
Littfeld townspeople. A shaggy Bearded Collie 
carries a basket of laundry. A crowd of raccoon 
children scamper in circles around their bleary- 
eyed mother. This isn’t the crusty band of criminals 
many assume It 1s. 








R THE BiG WAGON ‘ 
A party needs a place in the line, or they risk irritating 
the Defenders. These mounted scouts patrol along the 
sides of the caravan making sure that no one causes 
trouble and that the train keeps moving. Sidling up to 
the ‘van and merging in isn’t an option—five hundred 
wagons require careful organization to keep moving 
smoothly. 

The characters need to find Chief Cullen McGuire. 
They learn this by talking to just about anyone driving 
a wagon. At the very front of the line, Cullen is eating 
peaches in the driver’s seat of his own home and office: 
the Big Wagon. This vibrant blue and orange vehicle is 
pulled by two horses and appears to be the same size as 
any other average Littfeld house wagon. However, when 
a half dozen people file out of its back door, its size 
becomes an open question. 


PERCEPTION “| 


With a DC 11 Wisdom (Perception) check, one sees 
that the Big Wagon is immense on the inside. There’s 
a 50-foot hallway visible through the back door, and 
people are walking through doors on either side of 


in the hall. 





PLAYING CULLEN 


¢« Keywords: Upbeat, Flirty, Trusting 

¢ The chief of Littfeld is a 20th-level Canine Wolf bard, 
with a specialty in Enchantment magic. He’s been 
with the caravan since its formation fifteen years ago. 
Littfeld is the world’s most famous delver caravan, so 
at least one of the characters has heard of him before. 
If Trey is in the crew, he has read a book about him. 

¢ Cullen invites the crew to drive alongside him and 
discuss their arrival. He is puppy-friendly and excit- 
edly asks the crew all about themselves. 

- The first thing he asks is this new crew’s name. If the 
crew does not have a name, Cullen gives them several 
terrible ideas to help them find one. 

¢ He flirts readily with anyone who seems receptive. 

- He is a physical and action-oriented person who’s 
somewhat bored by quiet and intellectual pursuits. 
Cullen is the quintessential canine and also embodies 
the spirit of the caravan. He joins any party he can 
find and starts any party he cannot find. 

« Might Cullen invite the crew to a party? 

¢- No matter where the crew sees Cullen, he should 
be eating if it makes sense for him to do so. He is a 
Sphere of Ultimate Food Annihilation. 

¢ He implicitly trusts those around him, and his bleed- 
ing heart assumes good faith unless shown irrefutable 
proof otherwise. 

¢ He'll find a place for them in line for the time being. 
He explains that to become full-time Littfelders, the 
crew will need to bring back the spoils of their first 
dungeon sometime in the next six weeks. If they can't, 
they must leave until they can prove they have. 

- The “spoils dues” are an important part of what 
makes Littfeld function. They pay the Defenders’ 
salaries and for Littfeld’s maintenance. The dues are 
five percent of any monetary gain from work done 
while a crew is formally part of the caravan. There are 
no tax collectors in the caravan — these dues are paid 
without formal enforcement. Those who don't pay 
their fair share attract the scrutiny of other crews. If 
evidence surfaces, the offending crew is booted out. 

- Ifa player points out that their character has the 
Delver Dreamer background, prompt them to talk a 
bit in-character about their study of the delve and the 
Littfeld Caravan. Cullen is easily flattered and will 
give the crew their first dues for free. 

- The crew’s wagon can merge in at the next curve. He 
pulls aside Jack, a young elk Stubborn Knight. Cullen 
tells Jack to drive the crew’s wagon while they look 
around. Jack will check in with the crew every morn- 
ing for the next week and handle the wagon for them. 





STUBBORN KNIGHTS <a] 


Some teenagers in Littfeld join a training program 
called the Stubborn Knights. Also called ‘stubs’, they 
are akin to squires to the caravan’s Defenders. Their 
name comes from the tradition of using donkeys for 
their daily mounted drills. These ambitious youths are 
the ‘van’s couriers and assistants. They do the little 
jobs that are necessary to keep a machine as large and 


p complex as Littfeld operating. 





HOLLY’s 





The players will probably head to Holly’s hoping to meet with Annette. They will find the bar closed until the caravan 
stops for the evening. Once the wagons have circled, this tavern becomes a social hub. 


You quickly realize Holly's is the place to be. The side wall becomes a patio with four standing tables. Looking in, 


you see that this wagon is bigger on the inside. 


Through the patio, you shoulder into a lively crowd. Holly’s is bathed in warm light from oil-burning chandeliers. 
Drinkers are stacked wall to wall, chatting and singing. The redhead on stage belts a filthy tune entitled ‘Bedding 
Every Beast: The vaulted ceiling is a menagerie of taxidermied monster heads. Most of these monsters have never 


been documented. 


Holly is working the bar. This middle-aged wolf is wearing a green dress with a diving neckline. She's flirting with 
one delver, screaming at another for climbing on their table, and serving drinks at the same time. From the conversa- 


tions youre hearing, dungeon leads might be found here. 


¢ Chilled tomato soup Smooth red soup ladled 
from an iron cauldron into a large wooden bowl. 
The vegetable puree is a mild medley of onion 
and garlic, and the cool temperature relieves the 
summer evening heat. Served with a half-loaf 

of fresh bread with a crackling crust and soft, 
steamy secrets within. Common meal provided 
to all Littfeld residents: one of the benefits of 
paying the spoils dues. 

Bun Bun A steamed wheat flour bun shaped 
like a smiling rabbit’s head. Filled with twice- 
cooked mutton in a rich red curry sauce which 
sizzles on the tongue. 4 silver pieces. 

Crackle Tart This dessert’s crispy crust sur- 
rounds a decadent custard filling. Served in a 
brown paper wrap, to eat one without making a 
mess is impossible. 3 silver pieces. 


Ho.ty’s Gun 
A bizarre contraption hangs in a display case behind the 
bar. 

The object hanging there is something called a 
‘Brethren Curio. When humans arrived in the Beast 
World ten years ago they brought many strange things 
with them, and this is one of them. The curio on the wall 
is a weapon: The Gun. Pulling its trigger sends a shard 
of metal flying out of its barrel fast enough to perforate 
the body of someone who, say, flakes on their tab. It also 
makes a deafening sound which Holly sometimes uses 
to clear the bar in a hurry in case of emergency. (Holly 
is not really so trigger-happy; she will fire it into the air 
before attempting murder.) 

There is a good chance one of the characters will try 
to acquire The Gun. For their first delve, Holly is willing 
to lend The Gun and the four bullets in its cylinder. In 
return, she tasks the crew with retrieving a deadbeat 
who owes her months of unpaid bar tab. The target is 
a burnout in town who goes by the name Pot-Boy, and 
runs with a delving crew called the Gold Fangs. She 
tells the crew where the Gold Fangs’ house wagon is 
and wishes them luck. As a final note, she insists that 
Pot-Boy be brought to the bar while it’s closed during 
the daytime, and unconscious. 

(See Pot-Boy and the Gold Fangs on Page 22) 


PERSUASION = 


DC 15 Charisma (Persuasion) (Holly’s Homeland is 
Arneria): Holly will give the party money for bringing 
the deadbeat Pot-Boy to her wagon. She offers 30 gp 


PP for the task. Pot-Boy owes a lot of money. 





CRACKLE TART DUNGEON TOUR ad 


If a character orders Crackle Tart, Holly asks if they 
are attempting the “Crackle Tart Dungeon Tour.” The 
rules: 

1) The Crackle Tart wants to see the dungeon, but it’s 
too fragile to go on its own. To win the challenge, a 
delver must carry a tart through a dungeon and back 
without breaking the crust. 

2) A delver can keep the tart in a pocket or a bag, but 
magical spaces like a Bag of Holding are forbidden. 
This rule is on the honor system, but Holly tells the 
crew she can smell a liar. 

3) If one is returned intact, all the tarts celebrate that 
their brother has braved the dreaded dungeon. In 
Crackle Tart culture, all celebrations consist of feeding 
oneself to a person. In other words, the prize is free 
Crackle Tarts for a month. 


If the character is attempting the Tour, here are the 
game rules for keeping it intact: 

- Any time the character takes damage, roll a dio. If the 
result of the roll is lower than the amount of damage 
taken, the tart breaks. 

- If the character is submerged in any liquid, the tart is 
destroyed. 

- When the character makes an Athletics or Acrobatics 
check, roll a dio. On a result lower than 6, the tart 
breaks. The character can avoid this roll, but the check 


[os made with Disadvantage. 





ANNETTE STARCROSS 
Annette Starcross is sitting in the corner, and has been 
expecting the crew. 


A white mouse is hunched over a special table 
for small beasts in the corner, nursing a small 
Slass of brown liquor. One of her ears is partially 
missing, and her swishing tail is only half as long 
as it should be. She smiles, waving you over. This 
is Annette Starcross. 


PLAYING ANNETTE 


eee oe eee eee ae 


¢« Keywords: Aloof, Matriarchal, Tipsy 

- Annette speaks in a slurred voice. While she isn’t fall- 

ing out of her chair yet, she’s been entertaining herself 

with the bottle of Doctor Brown Murine Whiskery 
sitting on the table. She starts pouring for the crew. 

The whiskey tastes bad. 

She is a well-traveled adventurer who has been 

surprised by everything surprising in the world. While 

she has motherlike affection for the chipper young 
crew from Erin, she doesn’t share their wide-eyed 
enthusiasm for anything. 

As it turns out, retirement just isn’t for her. She’s 

shacking up with a bull named Balder who has his 

own wagon in town. 

Annette has been establishing herself as a dungeon 

scout. These folk do not go into the dungeon, instead 

seeking rumors of problems caused by its influence 
and offering them to clients for a price. 

- The crew needs a lead to stay in Littfeld, and Annette 
knows it. She’s caught wind of something that might 
make for a good first delve, but she wants to make 
sure that the party is up to the task before she sends 
them out. 


; THE OINTMENT JOB ; 


Annette invites the crew to Balder’s wagon to hear about 
the job. She’s set up an improvised office in his bed- 
room. The messy interior is covered in wine bottles that 
Annette clears away to make room on her table. 

Annette wants the crew as regular clients, but first 
they'll need to do her a favor. There’s a canister of 
magic ointment that was recently stolen from her by 
the bloodhound Oliver Allseeker, a rival scout. She 
could report the crime to the Defenders, but it would be 
embarrassing for her to admit she needs their help. She 
also confides that the canister’s contents are something 
she'd like to keep secret. 

The mouse scout unfurls a large map of Oliver’s 
wagon onto the cleared table. They get a good look at 
the interior while Annette goes over a possible plan: 

¢ Oliver’s wagon will be unguarded during dinner time. 

This is the perfect time to perform the heist, as most 

of the Defenders take their meal at the same time. 





THE GUN 
Ranged Weapon 
2d6 Damage 
Range 30/120 
Special: The Gun grants proficiency with The Gun. As 
part of the Attack action, you may roll up to six separate 
attacks, provided you have sufficient ammunition. All 
attacks after the first are rolled with Disadvantage. 
Reloading The Gun takes an Action. 





PERSUASION =a 


With a DC 15 Charisma (Persuasion) check, the crew 
haggles successfully. Annette will agree to lend the 
party one of her magic items for their delve: a Cloak 
of Protection. For Cadence’s species feature, Annette 


fe is from Allemance. 


- The party might split into two groups of two. This 
way, two people can breach the unguarded wagon 
while two others play lookout and distract anyone who 
comes near. 

There is likely to be magic guarding whatever con- 
tainer holds her canister. There are also sure to be 
more mundane locks. A pair who can handle those 
problems are a good fit for the break-in team. 
Meanwhile, someone might come over to Oliver’s 
wagon. Another crew might come looking to hire him. 
A patrolling Defender might come by. In the worst- 
case scenario, Oliver himself may return early and 
need to be distracted while the pair inside finish their 
work. 

To help the party, Annette has special-ordered an item 
from a general goods shop wagon in town: Hugo’s 
Lifesavers (page 28). Hugo has assured her this item 
will suppress an Arcane Lock. 





OLIVER ALLSEEKER S WAGON 
The inside of Oliver’s wagon is an apartment and office 
where he runs his dungeon scouting business. The 
office is a clean, professional room without many valu- 
ables. However, there is a newly-forged halberd mounted 
on the wall above Oliver’s desk. 

See the included map: Oliver’s Wagon 


Those breaking into the wagon will need to do the 

following: 

1. Get inside. A DC 16 Dexterity (Thieves’ Tools) 
check opens the locked entrance. Alternatively, the 
door can be broken down with a DC 15 Strength 
check, but this will make more noise than picking 
the lock and possibly attract attention. Finally, a 
DC 10 Dexterity (Thieves’ Tools) check unlatches 
the simpler lock on the window. However, entering 
through the window requires a DC 10 Strength 
(Athletics) check to climb up. Once one person 
is inside, they can give anyone else climbing in 
Advantage on this check. 

2. Enter the locked bedroom at the back of the wagon. 
A DC 12 Dexterity (Thieves’ Tools) check opens 
the lock, a DC 12 Intelligence (Investigation) check 
locates a spare key above the door frame, or a 
DC 10 Strength check breaks the door down, mak- 
ing a commotion in the process. 

3. Open the footlocker. The Chime of Opening sup- 
presses its Arcane Lock. It otherwise requires a DC 
23 Dexterity (Thieves’ Tools) check to open. 

4. Get out! 


THE OFFICE 
A DC 16 Intelligence (Investigation) check reveals a 
spare key for the desk’s drawers underneath the chair. 
The key also dispels the alarm on the bottom drawer. A 
DC 12 Dexterity (Thieves’ Tools) check also unlocks 
either drawer. 

¢ Top Drawer: This drawer has no other security. It 
contains a bag of coins with 55 gp. 

« Bottom Drawer: The alarm spell on this drawer is vis- 
ible with detect magic. If it triggers, a piercing screech 
fills the air and attracts the Defenders patrolling the 
wilderness just outside town. The drawer contains 
a mess of papers, and a scroll case which contains a 
spell scroll bearing suggestion. 


THE BEDROOM 
The footlocker sits at the end of Oliver’s bed. It contains: 
- A pair of fine boots worth 15 gp 
- A bag containing 10d6 gp 
- A book of Oliver’s clients. What would Annette say if 
the crew brought her this book? 


- Annette’s Ointment 


ANNETTE S OINTMENT 
Wondrous Item, Very Rare 


This elliptical oak canister contains an oily mint-green 
substance. When applied to the skin, you gain the 
effect of the spell enlarge/reduce for its full duration, 
no concentration required. If applied to the left half of 
the body, the ointment causes you to grow larger (as 
with enlarge). If applied to the right half of the body, the 
ointment causes you to shrink (as with reduce). 

Annette’s Ointment contains a single application. It 
refills every day at dawn. 





KEEPING WATCH 
Every round of the heist, roll 1d20. If the crew made 
excessive noise during the previous round, roll with 
disadvantage. If the corresponding result has already 
occurred, roll again. 


Roll Result 
7-20 Noone shows up. The coast is clear. 


4-6 A delving crew looking to hire Oliver arrives. A 
DC 13 Charisma (Persuasion, Intimidation, 
or Deception) check will make them leave. 


2-3 A patrolling Defender approaches. If the 
lookouts are hiding, a DC 10 Dexterity 
(Stealth) check conceals them. Either way, if 
they are seen the Defender confronts them. A 
DC 15 Charisma (Persuasion or Deception) 
check will convince her to leave. If she doesn’t, 
she will question the lookouts and make 
Perception checks every round with a +2 
bonus. If she hears the people inside, she will 
try to enter and begin searching. 


1 Oliver has returned! A DC 17 Charisma 
(Persuasion or Deception).check will delay 
his re-entry for 1d6 rounds. He will make 
Perception checks every round with a +1 
bonus. If he hears the people inside, he will 
enter immediately and begin searching. 


Of course, creative players may have other solutions if 
someone comes over to investigate. The DCs here are 
provided as a baseline reference for how a single skill 
check might get them out of trouble. 

Oliver calls for Defenders if the break-in is discovered. 
If they arrive for questioning, the crew can tell them 
about Oliver stealing the ointment to get off the hook for 
breaking into his wagon. However, without a quick 
DC 13 Dexterity (Stealth) check to hide any other loot, 
they will not be allowed to leave with it. The crew should 
roll this check with Disadvantage if they are trying to 
hide something that does not fit in a pocket (such as the 
halberd). 

If the crew does not tell the Defenders that Oliver has 
stolen from Annette, they are issued a warning and told 
that they will be questioned the following day. However, 
no questioning ever happens— it seems that Oliver pays 
them off to keep them out of his affairs. Annette will tell 
the crew this if asked about it. 








RETURNING TO ANNETTE 

Once the crew returns with the ointment, Annette is 
convinced. She produces an envelope bearing her picto 
as a seal. Annette will still give the crew this lead if they 
fail to return the item, but she charges a 40% cut of any 
money they find in the dungeon. She also feels guilty 
about putting delvers in danger who might not be ready. 

The envelope contains the lead. The first page reads: 


SCOUT REPORT 
ALLEMANCE 
SUMMER 1360 


ACCORDING TO RUMORS GATHERED IN 

THE FIELD, THE FARMING COMMUNE OF 
MEADOWMERE WAS OVERRUN BY MONSTERS 
FROM A DUNGEON WHICH APPEARED IN A 
NEARBY FOREST. THE MONSTERS ARE DIMINU- 
TIVE CREATURES WITH GREEN SKIN WHO WALK 
ON TWO LEGS. THEY HAVE REMAINED WITHIN 
A THREE-MILE RADIUS OF THE SUSPECTED 
ENTRANCE, BUT THIS HAS DISPLACED ALL 

THE RESIDENTS OF MEADOWMERE TO A TOWN 
NEARBY. 


DAVIS, CENTRAL-SOUTH 


The second page is a map showing the region sur- 
rounding the farming commune. Meadowmere is about 
one week’s travel by wagon from the caravan’s path. A 
small circle indicates the dungeon’s probable location. 

Annette had contacts listening for how the crew 
performed. If the crew broke into Oliver’s wagon without 
alerting anyone, she also gives them a Potion of Speed 
for their subtle work. 


POTION OF SPEED 
Potion, very rare 


When you drink this potion, you gain the effect of the 
haste spell for 1 minute (no concentration required). 
The potion’s yellow fluid is streaked with black and 
swirls on its own. 


LOCATIONS IN LITTFELD 


THE BONFIRE 
eee 
In late afternoon, a call travels from Littfeld’s lead 
wagon toward the back: ‘circling up. The caravan has 
found where it will stop and begins forming a wide 
circle three wagons deep. Once all of the train is parked, 
most of the people in Littfeld begin preparing a common 
area in the circle. Volunteers chop wood, gather water, 
and erect tents. 

A bonfire roars in the circle’s center, and a common 
meal is served. Stories and wine are shared, and delvers 
make new friends and contacts. In the innermost ring 
of wagons, shops stay open for another few hours. 
Littfeld’s caravan-owned bar Holly’s also serves during 
this time. 


MEETING OTHER DELVERS 
The characters might end up joined for dinner by the 
Unbroken Bowstrings, a fellow delving crew. 





The Defenders a 


The Defenders resemble Littfeld’s town guard, 
but in truth they do very little policing. An unruly 
citizen is usually handled by others in the caravan; 
living in a settlement of capable fighters has 

its advantages. This culture of self-policing is 
carefully maintained by all Littfelders. They keep 
an eye on troublemakers, holding in high esteem 
those making life in town safer. 


A Defender’s main job is to protect from outside 
threats. Littfeld rolls through some of the most 
inhospitable places in the Beast World. Early 
warning of an incoming attack is crucial to 
keeping less combat-capable citizens safe. 


Most Defenders are happy to break up a fight that 
doesn't involve an acid-spitting slug or spellcasting 
skeleton. They also have the Chief’s ear, who 
holds the authority to show serial wrongdoers the 
door. For this reason, Defenders command some 


ie respect as mediators of conflict within the caravan. 


LEAVING FOR MEADOWMERE 


Once the crew has secured their lead and purchased any 
supplies they need, they can begin the journey toward 
the farming commune of Meadowmere. The dungeon 
lies beyond. 


Level up! The characters increase to level 4. 


As their name implies, the Unbroken Bowstrings 
are a team of feline archers carrying longbows on their 
backs. The black cats Gisele and Viola are led by Nell, 
an outspoken orange tabby. Despite his colleagues’ 
eye-rolling and quiet insistence that they must be tired 
and want to be left alone, Nell is eager to make friends 
with a new crew. 

Nell talks a little about life on the road. He tells the 
crew that pushing wagons through deep mud and keep- 
ing warm in the winter can be disheartening. He assures 
them that it’s all worth it to have friendly faces to travel 
with, not to mention a place to have a warm bath. 

Nell asks some questions that might help the players 
get to know their own characters a little better: 

« What made you want to leave your hometown? 
¢ Do you think you'll ever go back? 

« Does the danger of adventuring scare you? 

« Have you ever kissed a girl? 

If the crew talks with Nell for a while, he will promise 
that if the Unbroken Bowstrings can ever help them out, 
they have allies in town. 





No Old Pros <J 


Dungeons appeared in the Beast World ten years 
ago, and the delving lifestyle soon followed. While 
a scant few of the active crews in Littfeld were 
formed in those first days, even the most seasoned 
veterans of the dungeon have only been delving 
for a decade. When any crew sees a monster, it’s 
often the first time anyone has laid eyes on it. This 


E eae is a new frontier. 


; Pot Boy AND THE GOLD FANGS ; 

The Gold Fangs live in a wagon with a mural depicting 

a feral tiger with golden teeth. They are usually loafing 

around this wagon. Their esteemed ranks include: 

¢ Ultrafist, a too-skinny wolf boy with taped-up hands 
who fights unarmed 

¢ Dark Witch, a gloomy rat woman with too much 
eyeshadow who fights with “Warlock Magicks’ 

¢ Sexxx Rose, a muscular equine woman who uses her 
powers of seduction (and a greatclub) 

« Pot-Boy, a rotund brown bear who enjoys drinking 
and very amateur sorcery 


Fighting the Gold Fangs is not an extreme challenge, 
but neither is luring them away to get Pot-Boy alone. 
Once he is, the crew can convince him to drink Stein’s 
Leaf Tea or simply bash him over the head with a rock 
and drag him to Holly’s. 


Game statistics for the Gold Fangs are provided at the 
end of this section. 


This wagon’s walls are covered in the gear any 
intrepid delver needs. Ropes of various lengths are 
coiled up on the floor, and a display case under the 
counter 1s filled with potion bottles. The old fox 
Hugo waves at you as you wander up. 


; Huco’s LIFESAVERS ‘ 
This general goods store is run by Hugo, a Vinyotian 
silver fox (literally and figuratively, in this case). Hugo 

is a hunched old man who walks with the aid of a cane, 
but he is more than energetic enough to keep a shop in 
Littfeld. His shop sells many standard pieces of adven- 
turing gear, and with savvy trading he is able to offer 
them at their normal price. Does Hugo have anything 
unusual in stock? 

Hugo has Annette’s special order: a Chime of Opening. 
He produces this one-foot brass tube from a small 
wooden case and offers it for inspection. He explains 
that the tube will crack after two more strikes and 
become a chunk of scrap. 


CHIME OF OPENING 
Wondrous item, rare 


This hollow metal tube measures about 1 foot long and 
weighs 1 pound. You can strike it as an action, pointing 
it at an object within 120 feet of you that can be opened, 
such as a door, lid, or lock. The chime issues a clear 
tone, and one lock or latch on the object opens unless 
the sound can’t reach the object. If no locks or latches 
remain, the object itself opens. 

The chime can be used ten times. After the tenth time, 
it cracks and becomes useless. This Chime has two 
uses remaining. 


ERIKA AND SHIREEN 
While the party is shopping at Hugo's, two rabbit delvers 
wander up and start looking around. These women are 
dressed in the styles of Allemance’s capital city, Louvain. 
Every stitch is stunning. The colors are more muted 
than some other lapine apparel (and certainly Eloise’s), 
but their unique style still radiates. Erika wears studded 
leather armor sewn into a hooded sweatshirt hybrid, 
while Shireen sports a sleeveless sundress which hangs 
lazy from her thin frame. 

If Eloise is here, Shireen begins mocking her. She 
makes comments about Eloise’s shoes, perhaps asking 
for directions to the Garbage Boutique she shops at. 

If Eloise is not here or your players are not using the 
included characters, she will mock someone else for 
something they care about. Shireen has real talent for 
cutting words. 


PERCEPTION a 


While Shireen makes a scene taunting the crew, a DC 
14 Wisdom (Perception) check reveals that Erika is 
working behind them. She picks the lock on a display 
case in the shop and slips a bracelet into her front 


ie poche 


APPREHENDING THIEVES 
The crew can get Shireen and Erika immediately if they 
catch Erika stealing from the display case. Otherwise, 
they leave as soon as Erika is finished. As they walk 
away, Hugo shouts at them to stop! The players can 
chase Shireen and Erika. They duck and weave around 
the circled wagons. They’re armed with hidden daggers, 
which come out if they are cornered. 

If the bracelet is returned, Hugo will offer the crew a 
reward. He produces the Gift Certificate and jokes that 
it only expires when he does. 

The certificate is an ivory ticket with a scalloped gold 
leaf border. It’s worth a non-transferable 300 gp. 
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LEAVING ERIN 








Pot-Boy 


Medium humanoid (greenwood ursine), neutral 





Armor Class 10 
Hit Points 8 (1d8) 
Speed 30 ft. 





STR DEX CON INT’ WIS_ CHA 
10(+0) 1040) 10(+0) 10(+0) 10(+0) 10(40) 





Skills Deception +2 
Senses Passive Perception 10 
Challenge 1/8 





Pack Tactics. Pot-Boy has advantage on an attack roll 
against a creature if at least one of his allies is within 5 
feet and the ally isn’t incapacitated. 


Spellcasting. Pot-Boy is technically a spellcaster. His 
spellcasting ability is Charisma (spell save DC 10, 
+2 to hit with spell attacks). He has the following 
spells prepared: 

- Cantrips (at will): ray of frost, mending 


ACTIONS 


Club. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 2 (1d4) bludgeoning damage. 


Medium humanoid (rat murine), chaotic good 





Armor Class 11 
Hit Points 16 (3d6+3) 
Speed 30 ft. 





STR DEX CON INT WIS’- CHA 
SN IG) (Oey ea) 1a il eay 





Skills Arcana +4 
Senses Passive Perception 11 
Challenge 1/2 





Spellcasting. Dark Witch is a 3rd level spellcaster. 
Her spellcasting ability is Intelligence (spell save DC 
12, +4 to hit with spell attacks). She has the following 
spells prepared: 

- Cantrips (at will): fire bolt, light, mage hand 

¢ 1st level (4 slots): false life, mage armor, 

magic missile 
- 2nd level (2 slots): acid arrow 


ACTIONS 
Dagger. Melee Weapon Attack: +1 to hit, reach 5 ft., one 

target. Hit: 2 (1d4 - 1) piercing damage. 
i SS SS ON Ae 





SEXxx ROSE 


Medium humanoid (horse equine), neutral evil 





Armor Class 13 
Hit Points 35 (3d12+9) 
Speed 35 ft. 





STR DEX CON INT’ WIS_ CHA 
14(+2) 12(+1) 16643) 8(-1) 10(40) 13(+1) 





Skills Athletics +4 
Senses Passive Perception 10 
Challenge 1/2 





Pack Tactics. Sexxx Rose has advantage on an attack roll 
against a creature if at least one of his allies is within 5 
feet and the ally isn't incapacitated. 


ACTIONS 


Rage. As a bonus action, Sexxx Rose enters a rage. 

This gives her +2 to weapon damage, and resistance to 
Piercing, Slashing, and Bludgeoning damage for the next 
1 minute. At the end of the rage, she gains one level of 
exhaustion for the next 10 minutes. 


Greatclub. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 2) bludgeoning damage. 


Medium humanoid (wolf canine), neutral 





Armor Class 12 
Hit Points 16 (2d8+4) 
Speed 30 ft. 





STR DEX CON INT’ WIS’- CHA 
14(+2) 1442) 1442) 1040) 10(+0) 8(1) 





Skills Acrobatics +4 
Senses Passive Perception 10 
Challenge 1/2 





Pack Tactics. Ultrafist has advantage on an attack roll 
against a creature if at least one of his allies is within 5 
feet and the ally isn’t incapacitated. 


ACTIONS 


Mutltiattack. Ultrafist makes three melee attacks. 


Unarmed Strike. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d4 + 2) bludgeoning damage. 




















PART THREE: 
THE DUNGEON 


The road forks to the right, and a friendly sign 
reads “Io Meadowmere.” The route into the com- 
mune is a desire path worn into the open plain by 
infrequent visitors. 


Meadowmere is even smaller than Erin. This 
settlement is a cluster of four houses and a single 
barn huddled together in a field surrounded by a 
crescent of low hills. Your wagon wheels creak. 
Hooves thump against the dirt. This 1s all you hear. 
The doors are closed. The pastures are empty. 

The fields are weedy and untended. 


You ride on. 


The woods containing the dungeon are too thick 
for the wagon. You'll have to hike from here. You 
climb a shallow hill covered in underbrush from 
the century-old pines all around you. Allemance 1s 
filled with woods just like these, and yet... some- 
thing is wrong here. 





The characters face eight goblins perched up in make- 
shift walkways built between the trees surrounding the 
dungeon entrance. These scaffolds are 20 feet high, 
and allow the goblins to fire at the crew and then hide 
among the concealing branches. 
The crew can destroy the scaffolds. If one of the 
supports takes 10 damage, this miracle of engineering 
will fail in magnificent and cascading fashion. The fall 
causes 2d6 damage to any creature unwise enough to 
be using it at the time. 
The dungeon’s entrance is a square cave mouth in 
the side of a rock wall. The hole is four feet tall and 
becomes a grassy ramp which descends into an inner 
burrow. 

See included map: The Dungeon 











GOBLIN 


Small humanoid (goblinoid), neutral evil 





Armor Class 15 (Leather Armor, Shield) 
Hit Points 7 (2d6) 
Speed 30 ft. 





STR DEX CON INT’ WIS_ CHA 
WG WEB) CET) Wen Sen eas 





Skills Stealth +6 

Senses Darkvision 60 ft., Passive Perception 9 
Languages Common, Goblin 

Challenge 1/4 





Keen Sight. The goblin can take the Disengage or Hide 
action as a bonus action on each of its turns. 


ACTIONS 


Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 


Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 
ft., one target. Hit: 5 (1d6 + 2) piercing damage. 
i SS SS OO ae) 


; G2. STAIRWELL 


This narrow staircase has a left turn in the middle 
of its 40-foot descent. A glob of translucent putty is 
spread across one step just around this corner. This 
Impact Putty detonates on contact with a deafening 
bang. Each creature in a 15-foot radius must make a DC 
13 Constitution saving throw. A target takes 3d6 sonic 
damage on a failed save, or half as much damage ona 
successful one. In addition, any target that fails its save 
is deafened for 10 minutes. 


x G3. THE DIAGRAM Room 


This room is cut from natural bedrock with outer walls 
of jagged, multi-layered brown stone. The air is musty 
and cool, and the crew can hear water trickling from the 
south. 

Two free-standing sections of black slate form walls 
in the center. Chalk diagrams cover them from floor to 
ceiling, laying out intricate details of goblin anatomy. 
The leftmost diagram is a labeled skeleton, followed by 
a full-body diagram of every other anatomical system. 
The opposite side of this display is an inventory of 
goblin clothing and equipment, including the materials 
necessary to create them. Everything from the fiber 
used in their tunics to the amount of time to sharpen 
their swords is described in exhaustive detail. The notes 
above each diagram aren’t written in a physician’s voice. 
This is a schematic, a construction diagram for a living 
thing and its possessions. 

Once they roll open its round door, the characters 
can continue down the hallway at the back of this room. 
This 10-foot wide passage is circular like the doorway 
leading into it. 


ra G4. THE GOBLIN Pit 


Further down and to the right is another round door. 
The crew hears scratching from the floor behind it. 

The scratching at the door is a thumbless goblin 
hand. Beyond a five-foot drop into this pitlike room, tiny 
creatures skitter in the shadows. Stray arms, legs, and 
heads do their best to move around this garbage dump: 
Goblin Parts. Every few seconds, more parts bang 
around the chute near the back of the room and empty 
into this open pit. There are currently 20 parts moving 
toward the doorway, trying to reach the crew standing in 
the raised doorway. 

Once a round, another Goblin Part falls into the pit. 
On the opposite side of the 40x20 room is a lever, set 
into the wall near the chute. Pulling this lever stops the 
Goblin Parts. 
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GOBLIN PART 


Tiny monstrosity (Soblinoid), neutral evilt 





Armor Class 11 
Hit Points 2 (1d4-1) 
Speed 10 ft. 





STR DEX CON INT WIS’- CHA 
Sab) eas a ly es) Sel ewes 





Skills — 

Senses Blindsense 60 ft., Passive Perception 9 
Languages — 

Challenge 1/8 





Nimble Escape. A goblin part can take the Disengage or 
Hide action as a bonus action on each of its turns. 


ACTIONS 


Bash. Melee Weapon Attack: +1 to hit, reach 5 ft., one 
target. Hit: 1 bludgeoning damage. 


Magic Missile. Every goblin part has a 25% chance to 
have this ability. If it was intended to be part of a shaman, 
it can cast Magic Missile at 1st level. Once it uses this 
ability, it cannot use it again until it completes a long rest. 














DUNGEON COMPONENT 1136 
Wondrous Item, Rare 
Requires Attunemtn 


This flat gem allows the user to look 
through it from almost anywhere. 
Once attached to any flat surface, 
Dungeon Component 1136 can be 
activated mentally from any location 
on the same plane. Once activated, 
its user can close their eyes and 
concentrate, seeing anything that 
the eye within the gem can see. 

The gem cannot move, but the eye can shift and change 
angle within it. This effect lasts up to one minute after 
which Dungeon Component 1136 cannot be used again 
until the following dawn. 











This long, narrow room resembles a workshop. Hand 
tools hang from pegs on the wall, and a counter with 
cupboards underneath runs from wall to wall. The only 
object on the counter is a black ceramic block that is 
cut in half and set on a pair of iron hinges. This block 
has a mold carved in it. When filled, it forms a flawless 
life-size goblin statue. 


*e G5. IRONBONE Hooks 


This staircase is wider than the last. Instead of stone, 
each step is a narrow iron plate. These plates continue 
forward to form the floor at the bottom of the stairs. 

Goblin skeletons hang by their rib cages from steel 
meat hooks attached to a cable at the top of the wall. 
These bony ceiling ornaments appear to be coated in 
rough iron. This is confirmed by the metallic crash they 
make as they jump off the cable and down onto the 
grating below to attack. 


4 
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IRONBONE GOBLIN SKELETON 


Small construct, neutral evil 





Armor Class 14 (Natural Armor) 
Hit Points 48 (8d8 + 8) 
Speed 30 ft. 





STR DEX CON INT’ WIS_ CHA 
iD 84 18Gb ie Se EE 





Skills Athletic +6 

Damage Resistance Slashing, Piercing 
Damage Vulnerabilities Fire 

Damage Immunities Poison 

Condition Immunities Exhausted, Poisoned 
Senses Darkvision 60 ft., 

Languages — 

Challenge 3 





ACTIONS 
Hook. Melee Weapon Attack: +4 to hit, reach 10 ft., one 
target. Hit: 7 (1d8 + 2) slashing damage. If the target is 

a creature, it must succeed on a DC 11 Strength saving 
throw or be knocked prone. 





Some things hanging on the wall of this room: 

¢ Row of iron clamps organized in ascending order of 
Size 

« Cracked molds made from the same clay as the larger 
one on the counter. They form a small creature’s 
femur and the front half of a small skull. 

« Length of pink fabric modeling a goblin’s internal 
organs 

- Two flow guns full of a thick paste, one red and one 
green 


In the cupboards under the counter: 

« Jar containing six pickled goblin hearts 

¢ Prism-shaped crystal with full set of goblin teeth 
suspended within 

« Four sets of goblin weapons, armor, and clothing. 
These are identical to the items used by the horde on 
the scaffolds outside the entrance 


At the back of the room is a brown tarp covering an 
animal cage about two feet on a side. A plate above 
the door of the cage reads “Experiment 12 Permanent 
Transmutation: FAILURE.” Inside this cage is a living 
creature: some cross between a goblin and a common 
chicken. The goblin-chicken totters around the cage on 
stumpy goblin legs. Its talon-feet are even covered in 
handmade boots. Pointy ears sprout from the sides of 
its head. The goblin-chicken is friendly to the characters, 
even following them if it is allowed to. 


The crew fights two Ironbone Goblin Skeletons. One 
of the skeletons falls down onto the floor immediately, 
while the other has some trouble unhooking itself from 
the machine. It falls a round later. They bring the hooks 
and chains they were suspended by, using them as 
weapons. 

The skeletons rode in on a metal cable along the top 
of the wall, moved by squeaky pulleys. If a character 
climbs the 20-foot wall up to this cable, they can follow 
it into a secret room beyond a hidden corner. On the 
way to the room, an inch-thick steel panel in the left wall 
closes off the skeletons’ final destination. 


STRENGTH = 


If the panel is broken with a DC 20 Strength check, 
the panel reveals a solid granite wall. 



























G6. EXCESSIVELY TRAPPED ROOM 


A crawl space door opens into a four-foot fall into the 
room below. This cubic room is 10 feet on a side. In the 
exact center is a 1-foot wide black wooden chest framed 
in gleaming black steel. 

The clasp on its rounded lid is a large skull with glow- 
ing pinpricks within its eye sockets. A mound of bone 
fragments is gathered along the right wall. A dark red 
stain streaks out from its corners toward the left side. 


INVESTIGATION & SLEIGHT OF HAND “ 


With a DC 13 Intelligence (Investigation) check, a 
character notices the tiny lever under the lid of the 
chest and the pressure plate it sits on. ADC 15 
Dexterity (Sleight of Hand) or Dexterity (Thieves’ 
Tools) check disarms either of these triggers. 
However, failing the Dexterity check by 5 or more 


PP causes the trap to spring. 
INVESTIGATION a 


With a DC 13 Intelligence (Investigation) check, a 
character notices a 14-inch square gap in the center 


Pp of the wall at floor level. 
INVESTIGATION & STONEMASON’S TOOLS <a 


With a DC 13 Intelligence (Investigation) or 
Intelligence (Stonemason’s Tools) check, a character 
realizes that opening this chest causes the left wall 


[i to smash to the right instantly. 








If you are wary of putting a death trap in a 


—~_/_ your dungeon or feel the visual cues and 
Insight check are insufficient, there are 
several ways to make this trap less dangerous. 
The crew might see a greedy goblin attempt to loot the 
chest on their way down the hallway. You might give 
Advantage on the Insight check if the character sees 
the red streak on the floor. 
If a trap that kills a character isn’t your style, it may 
only do 6d6 bludgeoning damage instead of 14d6. 
However, | recommend running the trap as written 
with a liberal use of the magic phrase, “Are you sure 


b iy want to do that?” 


The gap in the smashing 
wall slams the chest’s lid shut, 
leaving it in place. The rest 
of the wall causes ruinous 
damage to an unaware victim. 
It is wise to avoid being 
smashed by the wall, as it 
deals 14d6 (or 49) bludgeon- 
ing damage to the victim. 

There are a number of ways to neutralize this trap. 
Someone outside the room can push the chest off its 
pressure plate. This causes the wall to smash against 
the hardened steel of the chest, leaving it intact. One 
might also make use of a brace to keep the wall from 
reaching its goal of making a thief pancake. 

The contents of this chest are deposited into it by The 
Dungeon’s consciousness. The character who perceives 
the contents of the chest for the first time determines its 
reward. Choose the most appropriate option from these: 

Grappling Axe. This grappling hook has a 50-foot 
length of thin, strong steel chain attached. When a 
command word is spoken, the hook grows a short haft 
and becomes a handaxe. When it is spoken again, the 
axe haft grows longer and becomes a halberd. Spoken 
a third time, the command word returns the hook to 
its original shape. Both are +1 weapons, and Dexterity 
checks made to secure the hook are made with 
Advantage. 

Sending Seal. This stamp is used to seal an envelope 
containing one sheet of parchment with wax. After 
sealing it, the user may speak a command word. If 
they do so, the envelope and its contents are instantly 
transported to the person the envelope is addressed to, 
provided the sender has met them in person. If anyone 
but the addressee attempts to open the letter, it ignites 
and vanishes in a flash of smoke. Once used, the stamp 
cannot be used this way again until the following dawn. 

Aglets of Aural Aptitude. This set of four black caps 
clip to the end of shoelaces. When a command word is 
spoken, the shoes they are attached to make no sound, 
and the wearer’s movement is immune to tremorsense. 
This effect lasts up to 10 minutes, or until the command 
word is repeated. The aglets cannot be used again until 
the following dawn. 

The Heart’s Compass. This stone disk is paired with 
a ruby needle. When the command word is spoken, the 
needle points toward the person the user most wishes 
to find in that moment. This effect lasts 10 minutes. 
Once used, the Heart’s Compass cannot be used again 
for one month. 
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G7. THE LADDER TRIAL 


A cylindrical shaft 10 feet in diameter descends into the 
dungeon’s bottom floor. An iron ladder runs along the 
wall of the shaft 70 feet to the floor below. 

The ladder has a loose rung 40 feet up. With a DC 13 
Wisdom (Perception) check, the character leading can 
see the rung and avoid it. If the rung falls out, that char- 
acter can catch it with an immediate DC 13 Dexterity 
saving throw. 


Catching the Rung: a 


Fa om aia 


—_/ | recommend prompting for the Dexterity 
save to catch the rung only if the crew was 
attempting to be stealthy when they started their 
descent. At this point, they don’t know about the 
explosives at the bottom of the shaft. Therefore, a 
party moving without attempting to be quiet would 


P not care if a metal bar clattered to the floor below. 


Another application of Impact Putty is spread on the 
floor at the bottom of the ladder. 


« The ladder rung falls: 

The Impact Putty is accidentally triggered. The crew 
sees the explosion and dust cloud. 

The crew avoids letting the rung fall: 

A DC 13 Wisdom (Perception) check will spot the 
Impact Putty before the character leading steps onto 
the floor. Like before, the putty can be collected if the 
crew avoids triggering it. Otherwise, stepping on the 
Impact Putty causes it to explode. Each creature in a 
15-foot radius must make a DC 13 Constitution saving 
throw. A target takes 3d6 sonic damage on a failed 
save, or half as much damage on a successful one. In 
addition, any target that fails its save is deafened for 
10 minutes. 


If the Impact Putty explodes, it destroys a false floor 
and opens a 20-foot drop into a rocky pit. Characters 
take 1d6 bludgeoning damage per 10 feet fallen. The 
crew can jump from the ladder to the landing on the 
other side of this pit. However, any character with a 
Strength score of less than 10 is unable to make the 
standing jump and requires help. 

There is a door 15 feet beyond the bottom of the 
ladder (10 feet beyond the edge of the pit, if it opens). If 
the Impact Putty detonates or the party makes excessive 
noise, the Delver Hunters begin preparing to attack. 

A DC 13 Wisdom (Perception) check hears the faint 
sound of footsteps followed by a pair of wheels squeak- 
ing along the floor from beyond. 

The Delver Hunters take a total of four rounds to 
prepare when they hear noise from beyond their door. 
Then, they attempt to burst open the door. 





G8. THE DELVER HUNTERS 


The room beyond the door has been converted to 

a small camp. There are two people inside: a mas- 
sive white-furred bear in studded leather armor and 
a Shapely black-furred female wolf whose hands 
shimmer with the arcane power of a mage armor 


spell. 


This encounter could go one of two ways and looks 
very different depending on whether the enemies were 


able to complete their preparations. 


IF THE CREW CATCHES THE 
DELVER HUNTERS BY SURPRISE 


The Delver Hunters are unprepared. 
The bear Kjartan is only armed with a 
shortsword, and the wolf Aili must fetch 
her arcane focus orb from across the 
room. 


If the Delver Hunters are captured and 
interrogated, the crew may learn: 

-These bandits are Delver Hunters. 
The crew has heard about this despic- 
able and opportunistic class of bandits 
who finish off exhausted delvers explor- 
ing a dungeon. 

-They are members of the Ten-Legged 
Scorpion, a secret assassin and hunters’ 
club in the city of Patrie. 

-They keep from being accosted by the 
Dungeon with the use of charms and 
tokens lent to them by the dungeoneers 
of the Ten-Legged Scorpion. The neck- 
laces they wear lose their magic if 
removed, but their symbols are proof 
of their membership in the club. The 
ward is a brown length of yarn with a 
scorpion’s stinger attached. 

-With a DC 15 Intelligence (Arcana) 
check, a character knows that dun- 
geoneers are scholars who explore 
the Dungeon for a unique reason. 
Dungeoneers believe that the Dungeon 
iS a reasoning entity, with its own moti- 
vations and machinations. They aim to 
learn as much as they can about 
its. temcdenciesus some even 
claim to have spoken 
with the Dungeon 
itself. 
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l—F THE DELVER HUNTERS ARE ALLOWED TO 
PREPARE 


Double doors just beyond the bottom of the ladder 
crash open, and a mantlet rushes through to knock 
you back! This contraption is a tall wooden shield 
on two wheels, eight feet wide and eight feet high. 
A polearm thrusts at you through a thin slot in the 
middle. 


Once they appear, the Delver Hunters attempt to 
pin the crew against the wall or knock them into the pit. 
The mantlet is a heavy wood barrier which grants those 
behind it three-quarters cover (+5 to AC and Dexterity 
saving throws). The bear, Kjartan, will attack with the 
oversized spear, which is long enough to threaten those 
at the bottom of the pit. Meanwhile, the wolf, Aili, casts 
spells as she peeks through the slot to see. She will 
attempt to cast a ray of enfeeblement on the character 
wielding the biggest weapon and maintains her concen- 
tration on that. 

The mantlet can be broken. It takes 27 damage before 
breaking, and its vulnerability to bludgeoning damage 
causes it to take double damage from any source of that 
type. 


THE DeLveR HUNTERS CAMP 
This room has been converted into a small camp for the 
Delver Hunters. There are two tents, a cooking pot, and 
a small mess of survival gear scattered around. In one 
corner of this room is a ladder to nowhere which goes 
from floor to ceiling, but does not exit the room from 
either direction. This may be a good place to take a rest. 


Past the landing is a long, square passageway made 
entirely from concrete blocks. It stretches 150 feet. A 
low, arrhythmic humming grows louder with each step, 
until the crew reaches five concrete steps leading to the 
source of Meadowmere’s woes: The Goblinry. 





Alt 


Medium humanoid (wolf canine), neutral evil 





Armor Class 11 (14 with Mage Armor) 
Hit Points 25 (5d6 + 5) 
Speed 30 ft. 





STR DEX CON INT  WIS’_ CHA 
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Skills Perception +2 
Senses Passive Perception 9 





Spellcasting. Aili is a 5th level spellcaster. Her 
spellcasting ability is Intelligence (spell save DC 14, 
+4 to hit with spell attacks). She has the following 
spells prepared: 
- Cantrips (at will): ray of frost 
¢ 1st level (4 slots): false life, mage armor, 
magic missile 
- 2nd level (2 slots): ray of enfeeblement, 
hold person 
- 3rd level (1 slot): lightning bolt 


ACTIONS 


Dagger. Melee Weapon Attack: +1 to hit, reach 5 ft., one 
target. Hit: 2 (1d4 - 1) piercing damage. 


KJARTAN 


Medium humanoid (ursine), neutral evil 





Armor Class 14 (Studded Leather Armor) 
Hit Points 32 (4d10 + 8) 
Speed 30 ft. 





STR DEX CON INT WIS CHA 
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Skills Athletics +5 

Senses Passive Perception 12 
Languages Common, Oric 
Challenge 2 





Mantlet. When behind the mantlet, Kjartan can attempt 
to push creatures back. As part of his movement, Kjartan 
can attempt to shove any creatures in front of the wall. He 
makes a Strength (Athletics) check that is contested by 
the targets’ Strength (Athletics) checks. If he wins all the 
contests, he pushes all creatures 5 feet away from him. If 
any creature succeeds on the check, the mantlet is unable 
to move forward. If the mantlet is destroyed, Kjartan 
loses this ability. 


ACTIONS 


Siege Polearm. Melee Weapon Attack: +5 to hit, reach 20 
ft., one target. Hit: 8 (1d10 + 3) piercing damage. 
Special. Attack rolls made with this action from 10 ft. or 
closer have disadvantage. 


Shortsword. Melee Weapon Attack: +5 to hit, range 5 ft., 
one target. Hit: 6 (1d6 + 3) slashing damage. 





G9. THE GOBLINRY 


nd 


This room is 60 feet square. Harsh white lights 
bathe this large hall from rectangles in the 100- 
foot high ceiling. Four square pillars prevent the 
Dungeon from collapsing in. 


Against the back wall, a huge machine 1s sus- 
pended from two sturdy steel rods running the 
length and width of the room. This contraption is 
a 10-foot black steel box which moves on the rods 
with a low, loud hum. A thin nozzle extends from 
the box toward the floor, curling and whipping 
about like a prehensile tendril. 


This machine is making something. This machine 
is making goblins. 


The nozzle secretes a colorless gel which smells 
like raw meat. When the gel makes contact with 

the creature-in-progress standing in this room, it 
quickly changes color and makeup to match the 
part of the goblin the monster printer is working on. 


However, the machine has malfunctioned. Its 
operation is compromised. Instead of a simple, 
clean goblin warrior or shaman, the pattern has 
corrupted, and the printer has created a mass of 
half-goblins fused together at various points. 


Standing before you is a nine-foot tall, repeated 
corruption of the goblin pattern. The machine 
finishes the top of the corrupted goblin’s eleventh 
head as you walk in. 


This mistake of creation lumbers forward on eight 
stubby legs. It raises a sword and a bow and a 
staff. Its eleven heads roar in pain and anger and 
manufactured hate. 


See included map: The Goblinry 
The crew faces the Monster Printer and the Corrupted 
Goblin. If the Corrupted Goblin dies, the Monster 
Printer is unable to find its creature-in-progress. It 
slams itself violently against the wall several times, until 
it stops moving forever. 





MONSTER PRINTER 


Large construct, unaligned 





Armor Class 13 (Natural Armor) 
Hit Points 30 (6d8) 
Speed 30 ft. 
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Damage Immunities Poison 

Condition Immunities Blinded, Charmed, Deafened, 
Frightened, Exhausted, Poisoned, Prone 

Senses Blindsense 30 ft., Passive Perception 7 

Languages — 

Challenge 2 





ACTIONS 


Print. The monster printer touches any humanoid 
(goblinoid) within 5 ft. and heals the target 15 (3d8) 
hit points. 














CORRUPTED GOBLIN 


Large humanoid (goblinoid), neutral evil 





Armor Class 14 (Natural Armor) 
Hit Points 77 (11d8 + 22) 
Speed 30 ft. 





STR DEX CON INT’ WIS’- CHA 
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Senses Darkvision 60 ft., Passive Perception 9 
Languages — 
Challenge 4 





ACTIONS 


Corrupted Scimitar. Melee Weapon Attack: +5 to hit, reach 
10 ft., one target. Hit: 11 (2d6+3) slashing damage. This 
attack is a critical hit on a 19 or 20. 


Corrupted Shortbow. Ranged Weapon Attack: +4 to hit, 
reach 80/320 ft., one target. Hit: 9 (2d6+1) piercing 
damage. This attack is a critical hit on a 19 or 20. 


LEGENDARY ACTIONS 


The corrupted goblin can take 3 legendary actions, 
choosing from the options below. Only one legendary 
action option can be used at a time and only at the end 
of another creature’s turn. The corrupted goblin regains 
spent legendary actions at the start of its turn. 


Corrupted Scimitar. The corrupted goblin makes a 
corrupted scimitar attack. 


Corrupted Shortbow. The corrupted goblin makes a 
corrupted shortbow attack. 























; THE MAKER . 
When the corrupted goblin is defeated, the crew can 
proceed through a closed grey door in the back corner 
of the room. 

The room beyond is a simple office with a desk and 
chair. A square tile of black glass sits on the table. 
Glowing white letters spell out the following message: 





Gel Sample Experiment Successful 
Live Test Starting Tomorrow 


Underneath the desk is an iron safe with its door 
slightly ajar. It contains: 
- 360 cp 
¢ 1200 sp 
- 400 gp 
«- 4 gemstones of 4 different colors, each worth 40 gp 


The goblin creator has been permanently retired, DEAR DELVERS, 

and this pocket of the Dungeon is closed. The crew WE'LL NEVER FORGET YOU FOR SAVING OUR 
treks up and out of its mouth with a pile of new HOMES. OUR CHILDREN WILL GROW UP SAFE 
money. Wagon hitched, they head back to the road BECAUSE OF YOU, AND WE WILL MAKE SURE 
and rejoin the caravan. THEY KNOW YOUR NAMES. 


PLEASE VISIT US SOMETIME. YOU ARE ALWAYS 
WELCOME HERE. 

SINCERELY, 

‘THE PEOPLE OF MEADOWMERE 


With a successful first delve behind them, the crew 
from Erin starts their new life. Littfeld rolls toward 
the First Brethren City of Patrie, and then beyond. 
A few weeks later, a letter arrives. 


On the back side of the letter is a child's painting. 
It’s the four of you, standing side-by-side with your 
arms out like gingerbread men and your faces 
drawn with two dots and a curve. 


THE END 
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